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N THE LONG AGO, WHEN THE WORLD-THAT-IS WAS on 
YOUNG..-Wealth and Learning and wondrous So 
Magtcks flourished in the Middle Kingdoms, 
ad } and under the High-King there was Peace. But —= 
there are ever those who wil! seek Power without > 
— Wisdom, and of such were the Terrible Lords, they ® 
® whose hunger wrought great evil upon the land. The vo 
m> power of the High-King was broken, scattering the 2 
2? Free People and corrupting the Forgotten Kin, so ee 
Q_ there was War between them. is 
iis The shadow of those days remains: The great S&S 
Q treasures and lore of wisdom Ife lost or hidden, and 
foul creatures haunt the dark and waste places To i 
“= await the unwary. Take heed! you who would 2 
€y adventuring go... ent 
<a 
ot 


@N BEHALF OF THE COUNCIL OF WIZARDS, GREETING! 
(You cannot say you haven't been warned!) 
Quite possibly, WIZARDS’ REALM is your 





eT St BU Ouse SEs to the adventure of Fantasy 
S&S RolieaPl ay trig (though you've most likely heard of such “P 
= gaming before). FRP, as it Is abbreviated, lets you “~~ 
capture all the fun and challenge of "make~ believe" 4 
A again: You and your fellow-players are actors ina 
cay rete of your own invention, as you create your own oe 


characters and send them across imaginary worlds in abe 
~<- search of wonder. N 
. WIZARDS' REALM fs your key to such worlds, SX 


providing you with a complete rule system on which to 
base your adventures. Using these rules, arming your at 
a Pavers with a few dice, pencil and paper--and perhaps 
a set of painted miniatures looking suspiciously like +&» 
your characters--In the role of an heroic adventurer 
ga, YOU set off with several boon companions in search 
of fame and fortune on The high road. 
> o One other player wil! also handle a vital 
role in your adventuring: the Game Master--GM, for 
~&\ short. This necessary individual assumes the respon- 
d sibility of designing suitably exciting settings for 
BW our heroes and heroines, acting as referee in all 
~—— questions about rules of the game. The GM knows where 
) secret treasures are hidden, where monsters lurk and 
unexpected friends,(or foes!) may appear. 
ae The book you hold in your hands gives you 
m— complete information for both the player and the 
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Game Master, neatly organized for easy reference, 
and includes maps and a beginning scenario to 
introduce you to the WIZARDS' REALM. 

Thus we welcome you to WIZARDS' REALM and 
invite you to explore it in this book and the 
challenges that await you beyond. If you are a novice 
and this is your first venture into role-playing, 
you will be surprised at how easy WR is to learn and 
To play. If you are a veteran, we believe you will 
appreciate The straight-forward rules in this system, 
eliminating the need to make constant referral to 
the book during the game-sesston and allowing more 
Individual freedom in developing your character.. 


May many happy hours of fun and adventure 
be yours! 





What you needoe 


ey n addition to this rulebook, there are a few 
BS) essentials each player shou Id have to begin 
psy s 
B= °At least one pencil with an eraser. 

°One character sheet. This can be a regular 
sheet of paper on which you record all the vital 
information about your character, or a specially- 
printed Character Sheet (as pictured elsewhere in 
this book). 
“Four special gaming dice: 

One 6-sided die (also written 1!D6) 

Two 10- or 20-sided die (indicated as 2DI0 here) 

One pair of Percentile Dice (written 1!DI00) 
°Hex paper for mapping. Again, scratch paper or graph 
paper may be used, but the genuine article is a real 
help for serious mapping. 

Character sheets, hex paper and dice are included 
in the boxed WIZARDS' REALM set, or are available also 
from your local hobby store or by mail. 
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How €0 use your Oice 


ge@ach player and the Game Master should be 
Im equipped with dice to play WIZARDS' REALM, 
» If this Is your first time to handle these 
=adifferent types of dice, they may seem a 
little strange, but they are very simple to use. 
The 6-sided die is the most common of all 
shapes and readily familiar. Whenever you need this D6 
type, the rulebook will refer to it as ID6. Two 
would be noted as 2D6, three as 3D6, etc. 
Your Percentile Dice (identified as !D!00) 
jx, are called for whenever you are told you have a chance 
-S\ percentage from 1% to 100% of successfully completing 
an act--for example, a 50% chance of finding a trap 
or a 75% chance that a magic spell will work. Two 
lO- or 20-sided dice of different colors, each marked 
with digits from 0 to 9, serve as your IDIOO. Simply 
select one color to represent your high number, the 
<2 other for your low, then always read them in that 
} order. Thus a 2 on the high color and a 5 on the low 
reads "254", while a O on the high die and a 3 on 
wo the low would be "3%", Note that when you rol! 00 it 
} is read as "100%". 

In addition to your percentile pair you should have 
two 10- or 20-sided dice (called for in the text as 2DI0). 
Using these to roll Attribute scores and saves against those 
scores, as well as determining combat results, you simply 
read the digits on each die as a number from | to 10, and 
add the two dice together for your resulting roll. (1D20 
may also be used, but tends to give a much more random and 
peculiar set of Attribute scores. With 2DI0 you have a much 
higher probability of rolling mid-range statistics and 
achieving well-balanced characteristics.) 
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THE FINE ART OF ¥ 
CREATING A CHARACTER 


*hat you are about to do here can, quite often, 
be as much fun as a game itself: That ts the 
creation of a character who jis unique and an 
individual because he or she springs from 


cha et~d Yon 





your own imagination, imbued with the personality and 









A 


style, the likes and dislikes you choose for him or 
her. The next few pages contain guidelines which will 


aid you in making the necessary choices on who your 
character will be, and a sample of a Character Sheet 


is Included to illustrate how you can breathe life 
Into your swashbuckling alter-ego. 

The steps to creating a character are: 

°“First,. determine the character's ATTRIBUTES 
by rolling your 2DI0. 

“Choose a RACE for your character, human or 
non-human. 

“Select the CLASS/PROFESSION to which he or 
she belongs. 
That's all there is to it. Now how fis ft done? 


Attributes 


The first thing you need when putting together 
a character is to know just what his strengths and 
weaknesses are. These characteristics, or Attributes, 
are determined at random by rolling your 2DI0. 

The Attributes which make up any character fn 
WIZARDS' REALM are: Strength (abbreviated ST); 
Intelligence (IN); Constitution (CT); Dexterity (DX); 
Agility (AG); Charisma (CH); Appearance (AP); and 
Luck (LK). All these factors are important in your 
character, for they influence his actions, suggest 
what his best directions are and even what sort of 
Teammate he is likely to be. Before explaining how 
These numbers are used In determining combat ability, 
survival and one's capacity for magic, let's have a 
look at what the numbers rolled for your character 
will tell you about your character's nature: 

STRENGTH is the measure of physical power and 
prowess, and is the primary characteristic of the 
Warrior. 

INTELLIGENCE reflects both the character's 
ability to acquire knowledge and his capacity for good 
ol' common sense. It Is useful to any class a character 
may choose, but it Is especially important to the 
Spellcaster and Wizard. 

CONSTITUTION covers a character's general state 
of health, his endurance and resistance to the hardshIp 
of the adventuring life. 

DEXTERITY is the measure of one's manual! 
capability, skill with the hands. It ts important, 
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whether one is a fighter, a mage, a thief or a skilled 
artisan. As an adventurer, one's life will depend to 
some degree on this Attribute. 
= AGILITY is the complement to DX, reflecting 
your character's overal! speed, nimbleness and supple 
& grace (or lack of It, alas). 
CHARISMA ts the indicator for personality, 
SS persuasiveness and potential for acceptance as a 
<~ 


a) 


leader. 
= APPEARANCE is the character's physical beauty 
qd or lack of it, and may have very little to do with 
_w the kind of CH that character displays, though it can 
J modify attempts to use CH. 
ce LUCK is an arbitrary talent (or lack of it!) 
7p» for dealing with Fate. It is desired by all, but 
l. especially those with defictent scores in other 
a characteristics. 
2 The number rolled for each of these factors 
&_ defines your character's basic abilittes like so: 
°4 or less indicates poor ability in that 
L- category and a high risk of failure where that number 
~~ is called upon. For example, a character with a CH 3 
™ probably couldn't convince a stray dog to follow 
him home. 
°5 to 8 is a fair but below-average score and 
Attributes in this range should not be relied on 
heavily when choosing a Class or Profession. With a 
CT 7, one would be well-advised to avoid brawling in 
Taverns (or anywhere else). 
°9 to 13 represent the average range for an 
Attribute score, Statistics in this range are normal 
and indicate a character ts capable of relying on his 
abilities in ordinary circumstances. 
°14 to I7 is above average, and such a score 
represents a strong ability. For example, a character 
with an AG 16 would have catlike reflexes when having 
to respond to danger. 
°18 or more ts a superfor rating. It won't 
let you leap tall buildings tn a single bound, but 
a ST 20 means your character probably sits anywhere 
he wants to. 


if some Attributes are low when you first roll 
up your character, don't be dismayed. A player's 
character will depend on the blendina of his or her 
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several abilities, and the others probably balance 
the scales. Moreover, you can improve the basic scores x¢ 
later on, as will be explained under "Advancement". _ 


For now, your next question is what sort of creature css 
is your character to be, and=--important! y--what ——— 
profession will you choose? In making these choices = 

it helps to know how your Attributes may be used. . 


be “pp 

...anod reading ‘em @ 

A particular feature of WIZARDS! REALM jis the re 

fact that you are not limited in your choice of a So 

character profession by minimum requirements to qual ify"Z= 

for the particular Class which appeals to you. You Fy 
have the freedom to choose, but, as you wil! see, 3 

choosing wisely is crucial to your character's 


S> 

survival. a 
How wel! your character may perform with his ) 

Attributes can be seen in his or her Attack/Defense et 


Numbers, Survival Points and Power Points, all of 

which are directly based on Attribute scores: Se 
°To determine your ATTACK NUMBER, total ST + = 

DX + AG. Calculate your DEFENSE NUMBER as ST + CT + IN. 2 


These are your basic ability numbers used fn contact < 
combat situations. The use of the combat numbers jis 

explained fully in the "Combat" chapter. For now, you “2 
may figure that a total of 36 or better reflects wel | > 


on your combat ability. * 

°SURVIVAL POINTS represent the amount of damage 
your character could withstand. Your basic SP total = 
ST + CT, to which you may add the roll of ID6 each 
time your character advances a degree (as explained 
under "Advancement" ) , 

“POWER POINTS come tnto play whenever a 
character attempts the use of magic. Al! characters 
have them, but only the practitioners of magic develop a 
Them. As all spells have thetr "cost"=--the amount of «<s- 
energy required to cast a spell--this total tells you st 
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what you can "spend", Your total Power Points (Pp) = 
CT + DX + (10 x IN) If you are a normal Spellcaster, 
or CT + DX + (20 x IN) if a Wizard. The use of Pp is 
explained in detail under "Magic", 
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= The Sonory Folk of 
WIZARDS” REALM* 
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& f all the races of the Midgards, humans are 
Y the most numerous and most varted in appearance. 
oS ef=—q Their skins are of every hue from the very fair 
x to the very dark; their halr and eyes likewise of divers 
? colors. As a rule, they average from five to six feet or 
a. Tere in height. Their average lifespan fs 75 years, and 
yr they are said to reach maturity by the age of twenty. 
Humans are considered the most adaptable of al! 
the Free Peoples, capable of settling In virtually 
? every area of the known lands. Because of this they 
rs al have dealings with almost all other races, though few 
consort with the Forgotten Kin and those who do are 


so 
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~ generally viewed with suspicion. 

Ne ; | 

7 The time has come to consider the races which 
populate these Midgards, and most especlally the lands 


v- cal led the Middle Kingdoms. They are of two branches tn 
the main, those called the Free People--the humahs, 
elvenkin, dwarf-folk and hobbitry--and the so-called 
Forgotten KIn--though how anyone can forget orcs, troll, 
goblin and bogey is a fair question! 
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\ Their home is in 

=» s =» the hearts of the mountains, and It is there 
that they traditionally make their cities and great 

—<& halls. No matter how far from home they wander, the 
dwarf-folk maintain a fierce love for their ancestral 

<6 homes and wil! travel at need for thousands of miles 

ctto go to the aid of their own people and king. 

r The Dwergar tend to be swarthy, with glittering 

~o{ black eyes and hair that may be of any color at all. 

'y Because of this wondrous hair, the men wear their 

Oo beards with loving pride, either braided with leather 

8 


argument between their races). 


thongs or tucked under their wide belts. As a rule, 


they average about four feet In height and seldom vary 
within a few Inches of that mean. The average lifespan 
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is about four hundred years, with maturity reckoned 

at The age of eighty. Although they speak the Vulgar 

Tongue among non-dwarves, they have a distinct language 

of their’ own which is difficult for the outsider to 

learn, especially as it Is seldom taught to such. 
Generally speaking, Dwergar make their homes 

in halls fashtoned from the natural gems and crystals 

and beautifully carved rock of their homeland. Great | ¢ 

lovers of such earthly bounty, they dig deep within 

the very mountain-heart In search of gold, silver and 

the rare and beautiful Truesilver "Faerie-fire". 

Brave warriors that they certainly be and true to 

their word when given, the Dwergar are yet prey to 

their passfonate love of rare metals and jewels. As 

a result, wicked dwarf-folk are the most ruthless of 

people and savage in their dealings. Fortunately most 

Dwergar are goodly-folk and fiercely loyal to those 

they call friend. And a bargain made with any dwarf wil 
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It Is said That in the Dawn of Days, the Elves 
alone knew Magic and taught It but sparingly to those 
deemed worthy. The tales tell of a clever dwarf-lord | 
who by his cunning learned the secrets of an Elven 
mage and used this lore to weave spells into his 
weaponcraft. The Elves have never quite forgiven this 
trickery. 


several kin. . 
; 3 At one time the Elvenkin were a pure race 
apart éfom all others, Immortal and alone In their 
knowledge of Magic. The Shee, yet known to the other 
races as "Faerie", remain so to this day, dwelling Ln 
forest realms deemed "enchanted"--and dangerous!--by 
even their close kin. They are mistrustful! of all 
outsiders. 

The closest kindred of the Shee are the Danaan, 
the nocturnal Elf-kin. Pale-skinned with silvery-white 
hair and cat-I!ke eyes of blue or green, they are a 
forest people reverencing the moon and stars, dwelling 
in homes amid the trees. It was the Danaan who first 
befriended humans and taught them the lore of Magic. 
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> They are rumored to live thousands of years, but as 
= they reach maturity physically as quickly as the 
' humans and show no sign of age (save in their eyes), 
~<-, it is rather hard to tell one's age. 
—6 The third kin, the Katani, like the Danaan, 
? dwell in the forests and are most at home under the 
s stars--but this kin has little use for magic. Instead, 
they alone of all Elf-kin have concentrated their lives 
z upon the practices of martial discipline and its 
2 attendant arts. They are black-haired and dark-eyed, 
a fiercely proud and independent people, noble and 
chivalrous. While they love the arts, their nomadic 
- lifestyle lends Itself to little that ts not practical 
and utilitarian. It is told that the Katani live as 
long as the Danaan, but rare Is the Katan who died 
of old age. 

The Fingolan elves alone of their kin live 
after the fashion of humans and not In the forests. 
Drawing their name from Fingol (the Sun), they are 
a people of the daylight and open places, and many 
make their home in the crowded towns of men. Their 
coloration, with golden or auburn hair predominating 
and eyes of green or brown, and the lack of that 
night-vision common to the other Elf-kin, set them 
apart and have given ris’ to the belief that the 
Fingolan are a race between the Elven and humankind. 


wre hatever the truth of the Fingolan origins, 
' a unique type exists that does indeed owe 
y jts being to the union between EIf and human. 
pees Such are the Wizards. While their mixed heritage 

‘ss may result in an appearance wholly human or elvish, 

or a mixture of both, in their powers they are most 

like the old elven race. Only few born of such unton 
— such power--and such unions are rare as 'tis. 
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<- bbit€r 
S, Ho ¥ 
epee Obbits are a small, plump, good-natured people 


B®) who, as a rule, prefer to live quiet lives on 
i their farms with their families and their 
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2s creature comforts. Some few, however, that 
“pm. have restless natures choose to seek a life of 
ch excitement in the, wide world. 

The average hobbit, most frequently seen, 
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co iailon exceeds three feet in height. Mostly farmers ot As a rule, bogeys are suspictous of other tribes, but BP 
and artisans, thelr communities are made up of several are by no means unfriendly: When the cause is a common eo 

z large, compatible clans with lesser families living — one, entire tribes will unite and go to war against © 
In the district often working as yeoman farmers, oe an enemy. ) 
_ hirelings or servants. Social differences are not oad Since a show of weakness is considered a sign gq 
“strictly observed however. a of cowardice, bogeys often fight with an animal fury, S 
| Showing an adaptability similar to humans, to SS and will choose to die on one's own sword rather than a me 

2 wnom they are said to be akin, hobbit communities are m be taken a prisoner. The lone bogey-man is then a most ® 
7 likely To be found In most climes. There are those “_ dangerous foe, for he will fight to the death over the @ 

S, who have formed river settlements with a brisk trade smallest conflict. Such beastial rages have given rise 

a. in fishing and river traffic. Most notable are the x to the erroneous rumors of cannibalism and other ae 
~—&\ Nomad clans, so called because they form a tight-knit outrages ascribed to their kind. ~? 
& folk wandering through the countryside with no visible ~<- Though not on the best terms with other races, -> 
roots. More settled communitles view them askance and "2 bogeys admire the weapon-making skills of Dwergar and = 

ea Eat associate with them, trolls and have been known to form alltances with them. e. 
? Hobbits are best known for their solid, leathery They are quite direct In their dealings with friend or ° 


soled feet covered by thick fur matching the hair of 
py their heads. Only the river-dwellers seem to cultivate 
= beards. The average lifespan Is about one hundred ten 
Go years, with maturity at the age of thirty. 
oy "Black hobbits"--so named not because of 
| coloration but rather their vicious disposition--are 
<i an offshoot of the Nomad tribes, though some claim 
they have more in common with rats. A primitive and 
2 unwholesome people, they dress fn furs and hides, 
- living in tunnels of their own digging and shunning 
| The sun. Exclusively hunters and cutthroats, they are 
“2 more at home in the company of Orcs and Trolls than 
_ qd among the Free Peoples. 


foe and forget neither an offense or great favor. 
Retribution is swift and ruthlessly dealt--even dissent 2 
within the tribe is puntshed by death. “A 
The bogey, | ike the wolves they are said to be ~g 
akin to, prefer to hunt by night, and keep no fixed 
abode, moving their encampments to follow the game. i 
The presence of a hunting or war pack always indicates > 
an encampment nearby. 


Orcs 


— f all the races of speaking peoples, the most 
m. feared and hated are the Orcs. Huge and threat- 
\ y ening of aspect, they stand as tall or taller 
S42 
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<—B oe —® than humans. Their coloration ranges from pale = 
O9eys oo. to dark through several unwholesome shades, with lambent & 
2 Cage Stall, hardy people with deceptively benign —&Y red eyes and great yellow teeth. Their life expectancy « 
<s elo dog~-like faces, the bogeys are a tribal and = BS Bubat tty years-—provided it isn't cut short by = 
Sy primarily hunting folk. They range up to seven “> another Orc--and physical maturity Its achieved by age Se 
§ 2&5 feet tall, with brownish-yellow coloration, => Twelve. ee ee 
—» Sparse reddish hair, and small, glittering black eyes. MOST Ores ive-an o stricr, Rel Vor tele - 
} Under normal conditions they live to be about forty years ea se Zo oe ay - ss i a ae 
old and mature by the age of ten. | pTrain, chosen tor S Size and strengtn, 5 a 
= Bogeys live in small tribes, led by a chieftain aggressiveness and his will. Ideally his men are willing &\ 
“Oo ao Babel tas ie warlike and spartan ee Gat) ota as aa > 
v= people oung bogeys learn To as soon as the 3 i ct 
can Hate aaron Rohr women ss well as their nc D Stilt, Troops will go to great lengths to avenge his ct 
ge fearless fighters and expert hunters and trackers. &, Sood a. acne a behets ere eee te SS 
3 5 2Ives 
_ ulte dangerous. . => 
xD 3 | q wg = 


? Orcs have a well-deserved reputation for 

cruelty, delighting In tormenting their prisoners. 
Only elves, because of the enmity between their races, 
will be killed outright. Hobbits are considered a 

NS tasty del icacy--though black hobbits are considered 
too tough to be palatable, and so are used as allies. 

Orcs as a people prefer the darkness and 

usually travel by night, unless In search of a 

{ special prize or out for revenge. They make their 
homes elther in caves or In heavily-bullt, cavel tke 
buildings, low to the ground, preferring the cool 
and dark, Adventuring, they wil! form alliances 

S\ with goblins, trolls or--rarel y--bogeys, though they 
prefer goblins, as they are easily cowed. 

e There are Instances--though they be rare--of 
Orcs more disposed to the company of humans and Elves, 

Q_ who make their homes in the towns of men. Because of 
the reputation of the greater number of Orcs, theirs 

? Is not an easy lot. 


co 
S,- Goblins 





a= eckoned by some to be a debased form of the 
“e Gre race, goblins are a smaller, fiesty race of 
Similar stature to the Dwergar, and historically the 
? dwarf-folk's bitter enemies. Yellow or red-eyed, with 
Dee Peery skin and unruly black hair and beard, the 
goblins | ive as much as one hundred years, reaching 
3 mature form In only seven. 

Goblins are organized in tribes ruled by a 
king, whose power is decided by the number of followers 
he has to back him. Consequently, the death of a king 

of is always followed by bloody power struggles that 
w— rock the deep places of the earth with war trumpets 
and cries of terror. 
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2 The struggle between goblins and dwarves is = 
dean ancient one, fought for possession of the mountains ) 

in which both races dwell and for the precious gems 
Gry and metals both covet. t 
ae On the gentler stde of the goblin nature ts oo 
their familial strueture, fiercely protected and \ 
¢ shamelessly pampered. They guard thelr dens with os 
wolves, and even use them for mounts, a practice held 
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In common with the Katant elves, strangely. The death } 

of a prized wolf may be mourned more than the death of “> 

another goblin, family excepted. = 

Soffness aside, goblins delight fin the torture 

of prisoners, yet strangely do not practice orclIsh \P 

cannibalism. Goblins are herbivores and touch no meat, 
cultivating mushrooms and cave-grown roots. 
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eee rolls are large, bulky, powerfully-built folk, 
lay’ «with huge ears and noses and tough leathery 

| hide. They grow six to seven feet or more in 
ea height and live to an age of perhaps one hundred 
fifty years. They mature physically by age fifteen. 

Trolls are a folk surrounded by many myths, ph 
Including the absurd tale that they turn to stone In i 
the sunlight. It is merely that they do not care for ot 
the sunlight and spend most of their time In deep, ee 
rough-hewn tunnels of their own making, using IIttle 
light. Their eyesight In the dark is exceptionally keen. 
Trolls make good, strong weapons and are expert hunters. 
They kil! mostly for meat and pelts, selling many furs 
to goblins, who are very fond of them. Trolls themselves 
are very partial to luxury, and measure thelr wealth on 
by the number of wives they are able to support. 

The Trollock community is led by a king chosen ee, 
for his strength and charisma (and his wealth, of 
course--so a king Is always quite a family man). The 
tribal commune centers fn a vast tunneled cavern pitted a 


ea 


Op 





pty 


Jt 


with individual dens for private dwelling, much as the "— 
goblins favor. Loyalty to the king fs absolute. 4 
Trolls are on friendly terms with goblins and 22 
bogeys, and will sometimes form alliances with Orcs ee 
if it suits their own purposes. They have even been i 
known to make friends with humans and sometimes the ma. 
Dwergar, whose skill they much admire and envy. They 
do not care much for the Elf-kin, however, and find ? 
hobbit meat hard to resist. Nevertheless, they are al: 
a people with pride and honor, after their own fashion. 
A troll will not forget a debt or renege on a bargain a 
--even to an elf or a hobbit. = 
ae 


Concerning Languages‘ 


— hroughout the regtons of the Middle Kingdoms 
a debased form of the old tongue used tn the 
, days of the High-King remains. This so-called 
=3 "Vulgar Tongue" (also referred to as "the 
common speech") is the means of written and spoken 
communtcatfon throughout the Midgards between folk of 
different lands and races. In addition, each of the 
Speaking Peoples, whether of the Free People or of 
the Forgotten Kin, have their own language known only 
amongst themselves and to others who take the time 
and effort to learn. Only practitioners of the Anctent 
Art (Magic!) preserve the older, pure form of the 
High Tongue. 


CHARACTER CLASSES 


eedless to say, an Orc, two Elves, a goblin and 
a. hobbit would have difficulty somewhat in their 
travelling together as adventurers. The orc 
would Iikely turn on the elves and the hobbit 
and encourage the goblin to help him. Then again, a 
goblin and a dwarf would be totally incompatible. And 
though a human.would fit In with an Elf, a half-elf, a 
~<~ Dwergar, a hobbit and perhaps a troll, the troll would 
find it difficult to get on with the Elves or hobbits. 
It is recommended that a good adventure party 
d. should be a mixture, say, of humans, Elves, half-elves, 
dwarves and hobbits. Playing the "good guys" is very 
~ satisfying, what with wiping out the bad guys, going 
—o on personal quests and treasure hunts, and virtually 
any character profession may be combined tn such a 
group. Of course, the "bad guys" can go adventuring 
too, but such a group should be a careful mixture of 
= orcs, goblins, trolls--and maybe humans and such of 
) nasty disposition. Such mixed groups should always 
Ws bear In mind the feuds between certain kindreds. 
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se—2ased on the Attributes you rolled for your 
Op character, and the Race you have chosen for } 
W a> him or her, you are prepared to flesh out that S 
shea character Into a untque persona. Having some 
idea of your character's strong potnts and shortcomings 
you should be able to get a feel for it. Think of a 
name. How that person actually looks, what his back- 
ground and feelings, what his ambitions are--these 
choices are for you to make based on how you see the 
personality you are creating. 
Of course you will need to select a Profession 
or Class: Each type has certain specialities and 








Seg s indicated, certain of the kindreds of 
@s/O the WIZARDS! REALM have their own pecul tar 
Hi capabilities. To reflect this differentiation 
AS =“Asplayers may make the following adjustment to 
<f Attribute scores based on the choice of a character 
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“2. race: Human, +! CT; Elf, +1 IN or +1 CH; Dwergar, +1 different requirements to excel in that category, but 
> Stor +2 CT; Hobbit, +! LK and +I DX; Orc, +! ST and the choice is up to you--Warrior, Spellcaster or 
-! CH; Bogey, -2 CH and +! AG; Troll, -2 IN and +2 fe ode 
4 s vogey:, | , » Adventurer? It is a good idea to discuss your choice SO, 
& Cis GobTin, +1 -Bx. with the GM, and with fellow players, since what you 
ae Additional | t NS 
Gs: itionally, there is the question of the ee decide upon will determine how well your character 
<. difference between Elvish night-viston and the Dwergar od can work In the group. Toon: 
I> "dark-sight". Elves, except the diurnal Fingolans, have ~ F a 
t the ability to see Into the ultraviolet range, and so ae. Wi ~ 2) 
S~ may see as well at night as do humans by’ day. ‘This } aGRRIOR Sy 
2 ability does not work for seeing well in caverns and =k bove all else, the Warrtor is a fighting man ~<~ 
SS such places where ultraviolet fight is lacking. The é or woman. Anyone who.would excel as a Warrior u 
dark-sight of the dwarf-folk, shared with the goblin, <= needs good statistics for Strength, Constitution 
_& trol lock and Orc races, grants visibility in the o> and Dexterity. For purposes of game-play, it 





“S- infrared spectrum, and thus functions best in the 


ih “ is ordinartly assumed that Warriors, no matter 
? absence of other light--i.e., in their native habitats. ~~ 


how young and green, come from a background that 
encouraged some preliminary training: For certain 





_cf Character races, such as the Orcs or bogeys, such 
tratntng would be almost mandatory. For humans or 

elves (especially Katani) IIving away from densely 
settled regions, It would also be virtual necessity 
to be able to defend oneself and one's people. For. 
this reason, Warrior class characters are allowed to 
start the game with 3 Skill Credits to be applied 
toward their class-related abilities. (The Skill 

& Credit system Is explained In the Adventurer section 
~<- below.) 
“oO The basic equipment of all Warriors should 
rs~ Include some weaponry (you need begin with but one 
ee good sword), some sort of body armor and good boots. 
Q These might be purchased In a town or village, or 
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equipment may be gained in the course of an adventure. 


It may be that a Warrior will wish to attain 


specialized abilities, rather than be a simple fighting 


Warrtor category that may be chosen: 


RANGER fs one who trains as much as a woodsman 


as a fighter, developing skills in both hunting and 
tracking. In addition to Combat skills, a Ranger may 
wish to develop such skills as: Wilderness Survival; 


— 
Cr 
ce nan. If so, there are several "sub-classes" of the 
= 
om 
d 
O 
~<_ 
~<- Stealth; Tracking; Trapptng; Herblore; or Animal 


Handling. These and other abt lities are listed in the 


Qt SKIT! Credit section below. 
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2 BERSERKER Is the one-man fighting machine, who QU 
@_ fights with battle-frenzy In utter disregard for danger of 
“O --even to ignoring his own Injuries until the battle — 
is won or lost. Where normal combat will allow a Warrior gq 

to attack and defend once per round, a Berserker may a) 
utilize his battle-fury to elther attack three times Q 
_~a Ina single round (but without defending!) or strike = 
2 twice and defend once. Because hIs tactics have more 3 
of madness than method .in them, a Berserker is most Lo, 
often a fighter of higher ST and AG and lower IN than 2 
~V~ the average. In fact, it is often necessary to make ier 

ot 2 saving roll for IN to determine the character's 

ability to resist battle-frenzy in a qiven combat. zt 
= 
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The KNIGHT-TRENFHER or Knight of Renown is that 
worthy fellow about whom legends are made: The ultimate 
"Good Guy" In WIZAROS' REALM, this Is a Champion whose ( 
goodness and courage are matched with mercy and humility. 


¢ 
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A would=be Trenfher is practically indIistin- 
guishable from fellow warriors at outset, save only 
for the demonstration of those qualities of goodness 
to which he or she fs committed (see the note below 
concerning "Alignment"). However, the good knight's 
presence automatically raises the luck of his or her 
companions by | for as long as they travel together. 

Beginning at the 5th degree of advancement 
(see the "Advancement" rules), the Knight-Trenfher 
comes into his own. At this pofnt, he may acquire 
his steed, a noble and intelligent creature (usually 
a horse, though m' lady paladin may seek a unicorn). 

It ts most often first seen fn a dream or viston as 
the object of a special quest, or it may be the gift 
of a great lord or Wizard in recognition of some act. 

A Trenfher's non-combat skills will be Itkely 
to include those relating to healing, diverse wisdom 
--for example, Legend Lore--and even--at higher degree 
-~-beneficital magic. 

The opposite side of the coin to the Knight- 
Trenfher Is the ANTI-PALADIN, the Champton of Evil. 
Like the Trenfher, he Is wholly committed to his course, 
attaining malevolent powers as he progresses. While not 
generally recommended as a player-character, the Anti- 
Paladin makes a splendid nemesis for the Good Guys, 
especially if your band ftncludes a Trenfher or Wizard. 

The MARTIAL ARTIST is that Warrior who learns 
the Intricactes and disciplines of unarmed combat as 
practiced by the Katani Elves. ST, AG and DX are of 
great importance to such a fighter, along with skills 
such as Stealth and Evasfon. By learning to Channel 
Strength, such a warrior may even do damage to an 
armored opponent while unarmed. (Refer to the Skil! 
list given below to see suggested abilities.) 


S~b by a 


~+ addenda 


Bumans have a natural affinity for this class 
9) and tend to adapt well to any sub-class. Elves 
may assume any sub-class, but seem to have 

z athe greatest affinity for Ranger. The Katani, 
however, excel as Martial Artists--they claim to have 
originated the discipline, after all. 
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t 7 - Dwergar show a preference for this class, and 
‘make espectally violent Berserkers. Some few have been 
known to overcome their native passion for wealth and 
e even become Trenfher. 
Hobbitry as a whole are not Warrior-caste types, 
though they can become expert Rangers. 
st Trolls, Bogeys, Goblins and Orcs are of such 
dispositions, you need to ask? Bogeys show the greatest 
ot Inclination to Ranger skills. Only Orcs show the 
y- capability for the Anti-Paladin's role--and few possess 
the subtlety and mastery to achleve such status. 
i 
a= ee: 


Spellcaster Is a man or woman whose primary 
concern Is the study and mastery of Magic. In 
\ =the WIZARDS' REALM, Magic is a natural and 

=a, powerful force which any may tap Into, but few 
ever learn to control with any skill. Originally a 
knowledge Imparted only among the Elves and a few 


‘i 





selected humans, legend has it that the Dwergar through 
deception gained a portion of this knowledge for their 
= own, and sold it to those who would pay their price. 
rr So it may be--certes, magical knowledge Is scattered 
<P abroad now. 
& Even the youngest and least experfenced of 
Spellcasters will have had some tratning In the 
4 manipulation of Magic when he or she first enters the 
game, and so fis allowed to take 3 Skill Credits and 
aa apply them to the acquisition of spells and skills. 
GX Any trained practitioner of the Ancient Art will be able 
t +o count Magic Detection as an ability as well, at the 
_ basic percentage probability of doing so (504%). 
A When the character advances, he may acquire 
) additional spells, but will have to seek out such 
knowledge from other Spellcasters, from books of lore, 
2 of through his own effort and experimentation. The 
—> chapter on the use of Magic will explain how to acquire 
] and employ spells. 
“Oo Suggested basic equipment for a Spellcaster 
~~ should Include a smal bag for scrolls, potions and 
such goods which may be acquired fn your journeys, a 
good dagger or other weapon for protection, and perhaps 


even light body armor as well. Heavier weaponry fs not 
forbidden, but a mage wil! have IlIttle time to devote 


© 


y— to cultivating expertise with a variety of weapons 
Q If he intends to develop his skills In mystic arts, 
and, unless endowed with great strength, will not wish 
i: to be burdened with weapons and armor. Still some 
defense would be wise, as using Magic has its cost, 
and few but the very powerful can cast more than a 
limited number of spells a day. 

As with the Warrior class, the Spel lcaster 
category is full of opportunities to specialize. In 
addition to the simple Spellcaster, who may seek a 
wide range of diverse spells, there are these: 

The WIZARD Its a truly unique Individual whose 
genetic structure has created a natural recepticle 
for Magic. In the occasional unfon between human and 
v5 Elf, certain children are born with this gift, which 

4 flows through them from birth. A Wizard is therefore 
B always half-Elven, though not all half-Elven children 
are potential Wizards. Only about 25% of half-Elven 
-~ ct offspring ever show the potential for wizardry. 
Normally a Wizard begins to learn to control 
his powers at an early age, under the tutelage of a 
mentor, either an expert Spellcaster or, ideally, 
l another Wizard. As his native ability exceeds that 
x of other magic-users, his progress is somewhat more 
difficult (as reflected in the section on "Advancement" 
9 below. 
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The DRAOI are the protectors of Nature, the 
druidic priests of the Order of the Golden Bough. As 
such, they revere life In all forms, and their studies 
are especially oriented toward living fn harmony with 
<- Nature and making positive use of Its latent powers. 

Draoi have a great affinity with wild animals, each 
d_ developing a special bond with a particular creature 
--his totem. The only circumstances in which a Draoi 
will condone the taking of a life Is in the just 
defense of another life--but then, all life ts 
important to them... 

ILLUSIONISTS specialize in the art of IIluston, 
manipulation and misdirection through spells which 
act upon the senses and intelligence of their target. 
Their talents serve them well in achieving power over 
others (at least temporarily) and In often achieving 
their ends bloodlessly. Combined with certain well- 
honed non=-magical skills (such as Slefght of Hand) 
an Illusfonist's talents can also keep him from golng 
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hungry between adventures, working as a conjurer or 
court magician. 

NECROMANCERS devote virtually all their study 
to the art of summoning and controlling spirits (the 
practice frequently--and somewhat fnaccurately--cal led 
Demonology). 

A list of spells, including those favored by 
the spectaltztng sub-classes of Spellcasters, is given 
in the chapter on "Magic". 
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> n Adventurer in WIZARDS! REALM would be 
anyone outside the Spellcaster/Wizard or 
Warrfor classes who hits the high road in 
§ ssearch of excitement or rich rewards. In other 
“. words, an Adventurer Is best described as the ordinary 
| fellow who leaves a routine existence behind to answer 
the call of faraway places. He or she has either a 
trade or some talents by which a living has been made, 
and which are certainly not the usual skills of a 
Warrtor or Mage. As such, they fulfill a vital part 
of a group's needs: These are the "all-around" people 
which romantic fantasy literature makes into its 
a heroes. 
Adventurers come from any conceivable back- 
} ground, town or country, village and farm. They need 
Se 007 excel In any particular Attribute, though indeed 
they may. Often, the choice of a profession may be 
~c\ determined by their strongest statistics. 
~ Some of the more familiar sub-classes possible 
q In this category include Thieves, Traders, Clergy, 
s 
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Phystctans, Alchemists, Armourers and Courtesans, but 
the possibilities are endless. In the following pages 
we will give you examples of these characters and the 
sort of skills they may develop. When opting for the 
Q Adventurer class, you should select your sub-class 

with at least one or two definite skills in mind, and 
“> work closely with the Game Master fn determining your 
& professional development. 

An Adventurer, like a Warrior or a Spellcaster, 

-» enters the game with 3 Skil! Credits which may be 

9 applied to acquiring Initial skills in the character's 
gt chosen category, pr to the acquisition of both a class 

skill and some wéaponry skill. 
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SKILLS 


he following list is Intended to give you some 
idea of the possibilities fn obtaining skills 
for your character. It is not meant to be a 

é complete |ist by any means, and {it is possible 
you sitet come up with ideas of your own to submit to 
your GM for approval. In fact, it is encouraged. 
Remember: Even with your ability In a certain 
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skill, if you need tools, equipment or ingredients to ee 
ply your craft, you will have to lay hands on Them 2 
before you can effectively utilize your skill! “7 
Acrobatics = The necessary skill to perform specialized->y 


feats beyond the realm of normal DX and AG, M 
whether walking a highwire, swinging from The ern 
chandelier or making a high-dive from the tower @ 
into the moat. 

= In this sense, the medieval system of 


Alchemy = 
Chemistry: Knowledge of the uses for available 


— 


chemicals, and the ability to recognize such. 
Animal Hand!ling/Training = The ability to work with ? 

animals by establishing a rapport with them. a 

Obedfence and continued loyalty then depend zs 


upon CH, | 
Apothecary Science = The combined art of Herblore and 
Alchemy, enabling the one so skilled to use 
his knowledge to formulate compounds and to 
recognize such potions, etc., as well. Requires 
having both of the other skills mentioned. 

Abit lity to fashion weaponry and armor given 
the appropriate materltals and equipment. 
Requires knowledge of Smithing skill. 

Begut!ing = Turning on the charm to the opposite sex. 

A practiced art, as opposed to sImply falling 

back on one's CH and LK, 

= The skill! to properly handle a smal! boat 

or river-craft, and make the most of available 

equipment. 

Bonesetting = The knowledge of how to put together 
all those broken pleces after the battle! 

Bustness Acumen = Essential skill to being able to 
run a good business, and drive a good bargain 
in the marketplace. 

Camouflage = The talent for disguising one's presence 
from observation, or hiding one's tracks. 
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Armourer = 
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Boating 
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9 |ZARDS' REALM includes for your convenience in 

N launching your adventures a complete set of aids 
Ma Ma upon which to base scenarios and Campaign games. 
eT First there is the Map Section inserted 

in the center of this book. On one side you will find a 
Campaign Map showing the area known as the Middle Kingdoms 
--the realms once under the High=Crown. Only certain major 
areas are identified on this map, Including major terrain 
features. The reason for large open areas here is two-fold: 
Not only does it give some idea how IIttle a traveller 
setting out from one familfar part of the world might know 
of lands beyond his own, but ft also provides GM and 
players alike with more Jatitude in shaping the world tn 
which their characters wil! move, 

The second map included details the region around 
the southeastern port city of Mousehole (pronounced "muz'I" 
~-only an out-of-towner says "mouse-hole'!) and includes 
considerably more detail. There fs a key to that map in 
This section of the book. If you wish to use It as such, 
Mousehole makes an excellent "hometown" from which to set 
forth. It has served so admirably to the play-testers fn 
The original WR campaign--the folks you can find In town as 
The NPCs of "The Company of the Keep". The Information on 
Town and environs may be altered to suft your game or used 
as a model for mapping other towns. 

"The Astrologer's Tower" gives you a complete and 
ready-to-play scenario as an adventure by itself and an 
Introduction to the WIZARDS' REALM. It could also be the 
first adventure in starting a continuing campaign for your 
player-characters. 

Both the maps and scenario are offered as play-aids 
Themselves and as models for constructing your own. You may 
also wish to take advantage of various player-aids and 
prepared scenarios available as we continue the WIZARDS! 
REALM, obtainable from the hobby store where you find WR 
or directly from us. In addition, there are several other 
fine publications on the market which may be adapted for 
use with the WR system by substituting the appropr fate 
WR statistics and details when modifying from another 
game system. Your possible adventures are endless. 
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Township of Mousehole~ 
yWaw CUSEHOLE TOWNSHIP lies along the southermost 





coasts of the Middle Kingdoms, along the mouth 
of the Mystick River. Primarily a port-town, it 
~ Is not overlarge but supports a thriving trade 


and business community. The following key is provided to 


aid 


in finding your way around town when in Mousehole 


(refer to the map-insert in the center of this book). 
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W2 


W3 


W4 
W5 


W6 
W7 


W8 
W9 


WIO 
WI 


WI2 


WI3 


Lichfield Cemetery, not a popular spot but a quiet 
one, 

- Small shrine of Istys, erected by the locals as a 
mark of respect--and to keep things fn thelr 
proper places In the Lichfield. 

- Wingéd Horse Inn: Rooms, | star-shilling a night 
(meal ‘not Included). Stable facilities, 10 
pence extra. Prices as in town for food and 
drink (See S4 = The Three Fates). Small, clean 
rooms. Mostly regtonal trade. Gaffer Denfir, 

a human, proprietor. 

The Mil lhouse. 

Wrenfield Common Flea Market. Known for a few odd 
bargains (and real fleas!) for the Thrifty. Any 
given day wi!l offer a completely different 
selection of wares, 

- The Granary. 

Wrenffeld Common Farmers’ Market. Here the local 
folk market their farm surplus, along with 
sundry wares not yet ready to be resigned to 
the Flea Market. 

Mit! Road Brickyard. 

- Barcahm's Tannery, good domestic hides courtesy of 

"Gator" Barcahm, local bare-knuckle champ.- 
- Private dwelling. 

Barnacle Bill's: Boat-house, offering rentals and 
supplies. Bildor "BIlI" Splayfoot, a hobbit, 
proprietor. 

Fergus the Smith. Operates a smelter and forge for 
the heavier trades on the westbank. Too busy to 
be local bare-knuckle champ. 

Mystick Boats & Skiffs: Another boat-house, owned 
by Hartwig "Hearty" Splayfoot (Barnacle's 





is likely to be better, or what precautions 
‘to take setting up camp, for example. 
Navigation = The ability to lay an accurate course at 

sea, properly read sea conditions, and manage 

\ a ship. 

X Oratory = Polished ability at public speaking or 

| recitation. Essential if one wishes to try 

if using CH to influence a large gathering. You 
must get them to listen first. 


CD > 2 lO 
crivner = Proficiency with the written language 2 
t required to prepare business and legal rs d 
> documents. MIS 
~ Seamanship = Ability to perform normal crew chores / 


OO 
onboard ship, and to handle oneself at sea ? 
with no penalty to normal attribute scores of “? ~< 
DX, AG and CT. Penalty without one's "sea l 
legs" Is -2 on each. . 

Silversmithing = Talent for working fn precious metal 
and fashioning finely crafted goods. Requires 
having the equipment=--and the precious metal! 

Sleight of Hand = Ability to "fool the eye" or elude 


detection In manipulation. Combined with ee 

Stealth, this ability would allow one to pick ——&\ ? 

pockets. =A 
Smithing = The capability of fashioning tools and ae 


equipment of quality. Combined with Animal 

Handling (or Horsemanship), allows one to 

properly shoe horses (and similar beasties...) , 

Soctal Graces = Knowledge of the proper etiquette and a 
protocol in polite company (very Important if <- 
you are a guest at court--and don't want to 
be thrown out). 

Stealth = The ability to move silently by skill, not 


smd 347 ame Stana~by 12. 


“- dependent on magic. 
r— Swimming = The skill that keeps you from drowning! 
Sv Tactics = A leadership ability, allowing one to make l= 
~ accurate assessment of a combat situation and “D> 
“> choose the best course of action. d 
4 Tailoring = Knowing how to handle a needle and thread _AW 
qt to fashion clothing. = 
~& Tracking = The ability to recognize a trail, tracing > 
) quarry by the clues only a trained observer Cy 
‘> can spot. Requires Detection/Observation skill. 
s— Trapping = Ability fo construct snares and devices SN 
whe with grea¥er probability of working properly. ~T— 
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Ventriloguism = The art of "throwing your voice". An 
excellent tool for deception. 

Veterinary Medicine = The ability to deal with injury 
or illness affecting animals (as contrasted 
with medical skills for treating humanoids). 

Votce Tratntng = Improvement fin one's natural ability 
to speak/sing, in order to enhance performance. 

Wilderness Survival = Knowledge of how to cope in the 
wild, making do without camp gear or supplies. 
Essential to survival if lost. Requires 
Herblore/Nature Lore. C5 

= es 
A few examples of using these skills in | ee: 

Adventurer sub-classes would be: qeise 

PHYSICIAN: Herblore, Alchemy, Apothecary Science; 
Chirurgery; Bonesetting. 

SKALD or BARD: Musical Instrument (one or more); Volce Y— 
Training; Dance; Oratory; Charming Wit. q 

CLERGYMAN: Oratory; Persuasion; Legend Lore (one or rv @) 
more); Scrivner. | —S) 

SPY: Mimicry; Cryptography; Forgery; Disguise; Stealth; + 
Evasion; the various trap skills. 

WOODSMAN: Herblore, Naturelore, Wilderness Survival; oh 
Tracking; Trapping. 

HUNTER: Trapping; Mimicry, Animal; Stealth; Tracking; Sd 
Falconry; Horsemanship. 

SEA CAPTAIN: Seamanship; Navigation; Swimming; 
Business Acumen; Tactics. 

MERCHANT: Business Acumen; Evaluation; Persuasion; 
Soctal Graces. (If you'd be an unscrupulous 
fellow, include Sleight of Hand and Charming 
Wit.) 

COURTESAN: Beguiling; Social Graces; Voice Training; . 
Musical Instrument or Dance=--and {it wouldn't 
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~ These are by no means the only skills these 
f folks might acquire (a Physictan can always do with 
a few healing spells), and not necessarily the ones 
they would have to have (though, In the examples, 
Q_ they'd be likely to want most of them If choosing 
Up that particular profession). Who you are and what 
you do are personal chofce: You can arrive at 
additional skills by combining those you already 
possess (e.g., Sleight of Hand + Stealth = Picking 
~£\ Pockets), or by consulting with your GM If you have 


<X- a skill In mind not listed here. 
os Certain skills listed will also be desirable 
~ to Warrtor or Spellcaster classes: A Warrfor, sub- 


Class Martial Artist, will desire Channel! Strength. 

He may also wish to learn Stealth and Evasion to add 

to his combat skills. A Spellcaster, sub-class Draol, 

is likely to value many of the same skills of a 

“p Woodsman or Ranger as much as any spells he might 

} know. | 

. The full particulars on how skills are to be 
acquired, and how one improves proficiency with them, 

t are given in the Skill Credit section of "Advancement", 

+ 

* 






S ALIGNMENT 





a pie, Our character's alignment refers mundanely 

to his moral leanings towafd good or evil. Whatever 
his persuasion, it is Itkely to have an effect on his 

l dealings with other characters, both in the group and 

‘© tn random encounters. In any given fantasy realm there 
are a great many powers which may be served for good 

t or Ill, as in the case of an Elf whose gutding spirit 


Riisy be unknown to his non-elven compantons though they | 


all uphold the good. 


mh he 


|n the WIZARDS’ REALM there are three sImple 


— classifications for one's character allgqnment, as 
~> follows: 


l 
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ALIGNED 


ADVANCEMENT 





NON-ALIGNED = Such a character has no committed beltef., 


He follows a more or less neutral course, only 
concerned with "Number One". As such, his 
leanings are always suspect In a pinch. 

= The fellow acknowledges some spirit, whether 

he Is Inclined toward Good or Evil, and may 

find himself answerable to that spirit. He has 
some obligation to conform to his stated bel tef \ 
in his behavior. 

COMMITTED = The state of the true belfever, whose faith 
forms the basts of his actions. Such a character 
is the Knight-Treffher (or the Anti-Paladin!) 
and, frequently, the Wizard. a 
The first rule to remember when choosing an let 

alignment is to recall! that all characters In any given ? 

party--even bad guys--must work together asa team: A 

party that cannot work together because Individual 

motives are so self-serving and selfish will not long 
survive. Cooperation is vital to the participants Ina 
game and to the characters they play, so the best rule 
to follow is: If the group ts travelling together, they 
must support one another. (Orcish goon squads may wish 

To argue the point.) It ts recommended you consult with “© 

your GM on the choosing of alignments. 
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™hnen first setting out into the WIZARDS! REALM, 

@ player-character fis a green and fnexperfenced 

fellow, possessing only a few needed skills and 
> not much In the way of worldly goods. But, as rr 

he and his companions succeed in thelr adventures, they (Q 

will acquire experience and begin to advance their ‘a 


abilities accordingly. 
Experience is awarded to player-characters in 

the form of "Expertence Points" or "EP" which are scoreda 
by the GM on the basis of each player's performance ‘ss 
individually or as part of the group. Experlence is [ 
awarded for achieving the goal of your adventure, over- —™ 
coming difficulties In route, utilizing your character 4 
Skills and acting In character. Whatever the adventure, 
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At lower levels of expertence (up to 6th Degree), 


there Is always a goal to bear In mind, and some degree you 
“ of challenge to be encountered--it is on this basis the receive 4 SC per advancement; at medium levels (up to 
“O GM wil! determine the potnts to be tallied for each I2th Degree), It becomes 6 SC per advancement; and at 


player at the end of a game-sessIon. 
The following table shows you how many EP are 


high levels (through 20th Degree), 
Note that while a character may never attain higher 
than 20th Degree, he may continue to obtain additional 


8 SC per advance. 





= 
~—> 
> 
2 
oO 
) required to advance from one Degree to the.next In your SO - 
particular character class. Note that the lower degrees <- EP and learn new skills/spells using the exchange rate Be 
take less time to rise through than the mid-range, . of | SC for every additional !000 EP earned. This rate dA 
wht le high degrees take the most experience to achieve. x cS only applies after you reach 20th Degree. ? 
(2 The number of EP required also vartes according to the 9 ‘i Ah, but how to use SC? There are a variety of 
class you have elected to join. ways: 
@ . : i aes °To enhance one Attribute = Any bastc Attribute may be at 
| Sesnes —wasmion on spettoasrens on wizaro fT ICC Sor degreeradvancononts and only foe maximum’ 2B 
} ADVENTURER KNIGHT-TRENFHER S co as P g , y Sa) 
S 4 sites eee ee % NS Weapon skills = Weaponry abilities require 2 SC to co 
3 4000 5000 6000 = a achieve full proficiency with a weapon, and only with ee 
ch 4 6000 7500 9000 ? 1 weapons the character possesses. (You cannot learn iat 
oe 8000 10000 12000 “> the boomerang If you don't have one!) If no credits ake 
LON 6 10000 12500 15000 Cc. (> have been app!ted to a particular weapon, a character _>= 
<- 7 14000 17500 21000 > ) could still attempt to use that weapon-—but without = 
’ 8 18000 22500 57000 ) ANY of the attack/defense adds listed on the Contact - 
9 22000 77500 33000 _. 7 Weapons Table (see it under the "Equipment" heading). To 
rO 26000 32500 39000 } Q_ If only | SC has been applted, the character has but a l 
Came, PF 30000 37500 45000 } 50% profictency--i.e., only half the attack/defense adds 
ad eg 40000 49500 60000 ws may be employed. Similarly, a zero proficiency means 
SS 1 QP that a ranged weapon ts useless, while a 50% profictency 2 
~< Each degree i oe means you can figure on having to roll HALF your DX 
ot up to 20th: +1!0000 per +12000 per  +15000 per S a. with the modifiers (!) to achteve results In Ranged 
= - iO Weapon combat. ) 
~~ NOTE: 20th Degree Is the highest ranking a character ¢ ) It Is possible also to develop phenomena! 
tee may attain. It Is not, however, the end of one's ~P ae ability with a chosen weapon by the use of additional 
abiltty to gain experlence or develop skills. ord SC above those required for full! normal proficiency. <- 
= Ss d ' Application of addittonal SC up to a limit of 5 SC will p> 
i 7 -~ _ > enhance weapons skI!! by +! for each SC so used. Thus 
es Skiff Credits b v7.65: SC added to normal skill with a broadsword adds +5 
do See O translate experfence gained Into experience A to your attack and defense with that weapon-~and, = 
Noma? applied, WIZARDS' REALM uses Skil! Credits | ~— unlike magicai bonuses, skill bonuses are not undone ieee 
CD JOO. (SC). The experience you gain In advancing ip _o) Dy magic. > 
» es from one Degree to the next is represented <- °Magic Spells and Skills = Each new spell acquired i 
by these SC, just as the fact that you knew a few has a cost of | SC to learn, and then an initial + ae 
CR things when you started out on the high road ts ns percentage effectiveness (Darkmoon wil! explain it —_ 
represented by the 3 SC you start your character with. ? under "Magic"). The effectiveness of a spell may then i 


a 


Each time you change Degree, then, you are allotted SC. be Improved by 10% for each added SC applied to it, + 


up to a limit of 99% effectiveness. 








NS 


NOTE: One's ability with low-level or "simple" spells 
< Increases by 10% automatically when a player 
> advances to 6th Degree; the same occurs again 
~ob for simple and for complex (médium-level) spells 
when a character advances to higher degrees (12th 
and above). Thus, If you care to take the chance, 
—O your spell abilities will rise eventually without 
the use of additional SC, but the risk of faflure 
> remains greater until then. 
“Professional Skills = When a character, especially 
those In the Adventurer class, wishes to acquire skills 
relating to his chosen professton, he may do so by 
DY expending SC. | SC wil! obtain the same base profictency 
with a professional skill that a Spellcaster has with 
a complex spell--f.e., 50%. That talent may then be 
enhanced with additional expenditure of SC, gatning 15% 
for the next SC applied and 10% for each thereafter up 
to a maximum proficiency of 99%. Why 99%? Because even 
the experts have off-days... 


: TO deat self be €rue...” 


s<=®ention has been made above about playing "in 

A character". Just what is that supposed to mean? 

It means taking the persona you have created 
==e— from your Attributes, your choice of race and 

profession and alignment, and Investing that character 
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> 
3 with a personality. Then being consistent. 
op Take, for an example, the familiar brawny 
~ barbarian chap of pulp fiction who, naturally enough, 


dignity--and his own rough code of chivalry. Doesn't 
trust magic--or magic-users--and tends to feel his 
erery prickle when he runs smack into hoodoo, Still, 
+ he's not one to run from a fight or to abandon a frend 
Sat need, and he knows that, no matter how big the 
monster may be "if it has flesh, steel can cut it." 
«- These few simply stated detalls of our hero's personal ity 
provide plenty of ammunition for answering questions of 
~~ how he might react In a glven situation. He might be 
~© slow to accept a Spellcaster as a friend, but, should 
Q he do so, he will be a fiercely loyal fr lend. 
io That our friend in the example above had the 
y— appropriate statistics to become a Warrior, had chosen 
to become one and was a human would all be arrived at 
by the same method you used to put together your 


‘S Is a Warrior. Not great table manners, but he has his 
U) 
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character. But in giving that character a personality, 
a background, a motive for adventurtng? These choices 
are entirely up to your fImagination--and answering these 
questions ts what we call bufldtng a Character History. 
Such a history Is not essential to playing the game, 

but it can add to the pleasure immensely: A character 
with a background (say, family wiped out by brigands) 
may have strong motivation for his or her actions, well- 
defined tikes and disltkes, and a definite attitude 
("I'm gonna find that bozo with the eye-patch, an!’ 

when |. do...") And, by consulting with your GM, your 
character's background can mesh with the world fn whitch 
your party will be moving--and perhaps ald the GM In 
cooking up ideas for adventures and encounters. This 

is especially useful in on-going connected game-sesstons 
(what is usually referred to a a "Campaign game"), 

A word of caution: Don't spring surprises on the GM 

in mid-adventure. If something figures fn your history, 
the GM should be made aware of it before play begins. 

A little consideration for fellow-players goes a long 
Wa Yo 


PACKING FOR THE TRIP 


=o matter how independent and sure of himself a 
m :character may feel, he will have to acquire 
a certain amount oF provisions and equipment 
gece in order to sustain himself on the road and 
avold being a burden to his companions. Under each 
character-class heading, a few basic items were 
Suggested, but aside from these, there are necessities 
each character should take along to survive the journey. 
These might include: 

One or two weeks’ supply of food 

A lamp or lantern, with fuel for same 

Blankets, bedding or furs 

Packs and sacks for supplies (and loot?) 

A warm cloak | 

From there on the individual needs of The 
character, and the needs of the party as a whole, wil! 
dictate purchases, according to the type of expedition 
planned--and the available purse! Certain items, such 
as fuel or food, wil! constantly need to be replenished, 
and many items are lost in the course of an adventure 
and will need replacing too. Meeting: the needs of an 
entire party again stresses the need for cooperation. 
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cin 0’ Ch’ REALM~S : available to those who can afford them. A wealthy 


ib Adion.coltace: in the Midased fac a party or character may eventually become so wel!-to-do 
el Che, ot conic Se that they tire of thelr adventures and settle down In 
Re oe ee hard-won retirement, that new characters may take 

ht@op in the days when the High=-King still ruled, the} eda 

mee and silver was the mainstay. Despite the fall aT Cee S See see 

eae With that cheery thought, let's look at a list 
of some of the things available to start your adventure 
with. Some you may need to buy as purse-strings allow, 
and some (at GM's discretion) you may have with you 
when you start as part of your belongings when you 
first take to the road. 







remains almost universal In the Middle Kingdoms: 
10 Coppers (Pence) = | SIlver Shilling (Star )((Ss(f 
20 StIvers = | Gold Crown t 
5 Gold Crowns = ! Istys (rare!) 

Stlver Is the most common rate of exchange in the 

Middle Kingdoms, Gold being reserved for larger 


transactions and the convenience of the wealthy and ARMOR = 

well-to-do who have enough money to need a more compact Full plate 400 Bracers 2 
way of dealing In large transactions. Rarely if ever Full chafnmai | 200 Brassard 20 
does one see an Istys-colIn, usually only circulated Full ring/scalemai! 150 Gauntlets 2 
amongst temple and nobility. The priests of Istys Full feathers — 75 Greaves 20 
fashion these beauties from the metal "Faerte-fire" Quilted cotton sult 15 Iron cap 3 
during the rites at the Festival Days (the conjunction\ Back 'n' breast 1D Chapel de fer/ 

of the twin stars Fingol and Finglas which Is the Mat! shirt (byrnie) 100 Barbute [5 
manifestation of Istys). The art of fashioning Faerte- TAR Brigandine coat 40 Kulah Khud Be 
fire Is known also to the Dwergar smiths and some Leather jerkin 25 Barrel Helm 30 
Wizards, but they do not fashfon coin from it. Arming Doublet 7 Visored Helm 55 


At the start of a game, the beginning character 
must roll his dice to see how much currency he will | 
have. This gives him his tnttial buying power. Rol! 
the DI00 once each for coppers and silvers, and roll 
1020 for gold to determine the pence, stars and crown 


SH! ELDS 

Crusader (Rating 5) 75 Kite (Rating 3) 30 

Tower (Rating 4) 50 Buckler (Rating 2) 25 
| Targe (Rating |!) 10 

<a) SWORDS (by class) 





you may start with. Example: Rolls of 75, 15 and 12 Very Large 60 Smal! sword/ 
respectively Indicate you sauntered into town with Large Large knife 20 
75 pence, 15 star-shillings, and 12 Crowns. In your Medium 30 Medium knife [5 


coln=pouch (not bad, tenderfoot!) Your Initial buying Smal! knife [0 
power, of course, dictates how much or how little you 
may spend on your equipment. Whether you start off fn 
style or barely able to feed and clothe yourself, you 
will have to hustle If you wish to acquire more money 
--needless to say, you'll! need It. 

And a word of advice? Don't pay for a drink 





In town with a gold=piece, unless you look too mean CONTACT WEAPONS, OTHER 

to mess with... : Large axe 75 Large Polearm 45 
S you succeed in your adventuring, you will Regular axe 2) Regular Polearm 55 
find yourself ina better position to buy Regular Flall 30 Quarterstaff 10 
clothes and weapons, a riding horse, pack smal! Flatl 25 Club/Cudgel 2 
animals, ana perhaps even hire servants and Regular Mace 30 Whip 4 





mercenary fiahters. Magical Items may sometimes be ISTYS Small Mace. 20 Knuckle-duster/cosh | 





PROJECTILE WEAPONS (by class) 


Heavy bow 100 Light crossbow 75 
Medium bow 65 Sling 3 
Light bow 45 Crossbow quarrels/24 8 
Heavy crossbow 150 Regular arrows/24 6 
Medtum crossbow | 100 Sling bul lets/50 | 


[Cost of crossbows includes winch/lever mechanism. | 
LAI! swords and knives complete with scabbard/sheath. | 
OTHER MERCHANDISE 


Week's ration, std. 5 Cloak, common 5 
Week's ration, fron 5 Traveller! s clothing 
Bota | (simple outfit’ 25+ 
Large waterskin 5 Boots/buskins 10 
Pack, heavy cloth a Scrivner's kit 6 
Pack, leather 15 Saddle & tack 30 
Lantern, | hr. cap. 5 Saddlebags i 
Fuel ofl, pt. | Bedrol | 2 
Rope, 25 ft. 3 Mule’ or Pony 25 
‘Fishtng gear 5 Horse, common 75 


Warhorse 250 
LPrices quoted, except horseflesh, are for common 
quality, nothing fancy. That'!! cost you extra. ] 


LAI! prices Indicated are In srecenatt ings (sti ver) 
unless otherwise noted. | 


s you find yourself able to better equip your 
expeditions, you may wish to avail yourself of a 
much larger, more complete and varied array of 





STORE, a marvellous hodge-podge of information, bargatns 
and Incredible vartety of necessaries--and trivia--with an 
Illustrated catalogue and outlets throughout the Middle 
Kingdoms. The home office Is right In downtown Mousehole, 
#7 Merchants Row, Harbor Square. If there isn't an 1.S. 

In your part of the Midgards, you can find the catalogue 
at your. hobby store or by writing us. 


Armor Ratings 

® bviously, going out Into the wild and woo! éy 
world is dangerous=-so you want to choose whth 
care your provisions. Armor and weaponry are 

2 especially Important, though what you can 
Initially obtain is up to your budget (and the GM!) 
Bearing that In mind, here is the Armor rating for the 





goods. For that we heartily recommend the INFINITY 


( 


Adoyé 15 {v0 
1b btagthewvé 
~~y — 


various gear available. The number Iisted below gives 
you the armor's defensive benefit In combat, which 

Is added directly to your Defense Number when resolving 
combat. The higher the number, the better the rating 
(as we'l! demonstrate In the Combat procedures). 


BODY ARMOR NUMBER 
No armor 

Arming doublet 

Quilted cotton suit 
Leather jerkin 

Full leathers 
Brigandine 

Ringmalt! shirt 
Chainmal! shirt/byrnte 
Back 'n' breast plate 
Full Ringmat| 

Full Chatnmaltl 10 
Full Plate I] 
Faerte-fire mall byrnie (RARE) |2 
Faerfe-fire full mail (EXTREMELY!) 13 


OONAUARWNH— O 


Shtelds have thelr own defensive ratings after the same 
fashion as weapons, and these are Indicated on the IiIst 
of Equipment given above. Additionally, smal! helms give 
an add of +1 to one's rating; full helmets, +2. 
NOTE: Occasionally one may find shtelds, helms or 

armor possessing magical modifiers. The modifier 

is always a straight add to the Defense Number 

for purposes of combat. Thus a +2 War Helm 

would yield a straight add of +2 to your defense. 

The weartng of armor will necessarily have 

one other effect: That Is the effect on mobility, 
as--Lancelot notwithstanding--one would have a 
difficult time ballroom dancing tn plate. To reflect 
this encumbrance, compare your Armor Rating (AR) to 
your ST. If AR Is greater than ST, the difference 
between the two numbers fs subtracted from your AG 


whenever that armor fs betng worn. If ST ts greater 


Than AR, no penalty ts Incurred, so enjoy the dance... 
preerd~v 110. — 19 AP re 
Moy ye. 
Ahy—d_ hey wo 
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COMBAT 


ook: Sooner or later, wandering around in 
spooky towers and doing deeds of goodness, 
you're going to run into some nasty critters. 
mUnless you're incredibly charming or a fast 
i runner, you'|! probably have to fight--in which case 
t 





you'd use the following procedure: 
Whereas time passing fn ordinary gaming wil! 
} depend on whether you are travelling great distances 
QI of going through specific actions, combat-turns are 
) reckoned approximately 6 seconds' duration each. One 
minute is equal to ten combat-turns then. This allows 
time for you or your opponent to attack as the other 
> defends, and then be attacked in turn while defending. 
~— |he GM determines who has "Initiation"--who is entitled 
Q_ to move first--and combat ensues. 
Now, to make your attack, you declare what 
? weapon you are using. Your weapon has an attack value, 
2 a Damage Number, given on the Contact Weapons Table 
(Q_ below. Recall that you may only use that ful! number 
+ If you applied the necessary Skil! Credits to that 
(> weapon. Otherwise, as explained earlier, you will have 
elther half or: no value at all for that weapon, if SC 
x— have not been appl fed. 
Your total Attack Includes your Attack Number 
vo (ST + DX + AG--and remember your AG penalty, If any, 
“~ based on your Armor Rating); your weapon's Damage 
Rating (as explained) plus magical bonuses, If any; 
<. and finally, the roll of 1D20. 
z Your opponent is figuring his total Defense 
yw by tallying together his Defense Number (ST + IN + CT); 
iQ the Defensive Rating for elther his weapon or his 
pe Sh tela (depending on which he uses to defend with); 
his Armor Rating; and the roll of the 1D20. 
-> The difference between Attack - Defense = Damage 
'r— (If any) and fis deducted from the defender's Survival 
Points (SP). If Defense was equal to or greater than 
? the Attack, no Damage is taken and no SP are lost. 
(=D - sound tricky? Not at all! For example, let's 
r> say you run afoul of Headthumper, a most unpleasant Orc. 
l The GM determines that you have the Initiative (lucky 
é you!) and may attack first. Using your trusty broadsword 
you have at him! In this case, If your Attack Number was 
z 40, plus a Damage Rating of 10 for your broadsword (it's 
Sot magical and Kas no bonuses, alas!) and you rolled 
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CONTACT WEAPONS 


WEAPON CLASSIFICATION DAMAGE DEFENSE INITIATION ADD HANDS EXAMPLES 

Very Large Sword** 20 2 5 2 Broadsword - Bidenhander - Claidheamh-mor "Claymore" 
Large Sword [5 4 4 [=2 Sword=bastard - Hand-and-a-half - Katana - Estoc 
Medium Sword 10 6 3 | Cutlass - Sabre - Spatha "One hand" - Rapier - Epee 
Short Sword/Large Knife 5 4 2 | Gladius "Shortsword" - Scramasax - Main-gauche - Kris 
Medium Knife 2 5 | | Highland Dirk - Swordbreaker - Katar - Pontard 

Small Knife* | 2 0 | Bodkin - Misericorde - Sgian Dubh - Stilleto - Kozaka 
Large Axe 18 | 4 2 Broad Axe - Great Axe - Battle Axe 

Regular Axe* 8 2 z | Francisca - Zaghnal - Hatchet - Tomahawk 

Regular Flafl 10 3 4 |-2 Horseman's Flail - Flail-mace 

Small Flail 7 2 5 | Footman's Flall - Peasant Flal! 

Regular Mace |2 4 5 |=-2 Morgenstern "Morningstar" - War Hammer - Bec de Corbin 
Small Mace 6 3 4 | Mitre -— Common Mace - Shillelagh 

Large Polearm Rs | 6 2 Brandestock - Pole Axe - Fauchard - Awl Pike 

Regular Polearm 10 2 5 2 Billhook - Trident - Spear - Pike - NagInata 
Quarterstaff 5 6 4 2 Quarterstaff - Bo 

Club 4 5 2 |=—2 Common club - Cudgel - Knocker - The Great Equal izer 
Whip 5 4 6 | Bull Whip - Cat-o-Nine-Tails - Muleskinner: * 


LAn Astertsk (*) Indicates a weapon which may also be thrown, for which see Projectile Weapons ] 
L**ST PENALTY! -I from Damage for each potnt below ST 12. Fatigue penalty doubled If ST below 12. 


RANGED WEAPONS 


WEAPON CLASSI-FICATION DAMAGE AT RANGE (Indicated in Yards) EXAMPLES 
3: SQ beet eae & PGO=* 5GG- = 400 © = 506 









Heavy Bow** 20 79 2 ETS eS = 0 7 5 2 | Long Bow - Composite 
Medium Bow ee tes AG 8 2 | - - Horse Bow - Yeoman's 
Light Bow ios 7 6 5 | ~ - - Poacher's Bow - Pellet 
Heavy Crossbow Bo eee ZO Pa 10 7 4 | Wall Bow — Cranequin 
Medium Crossbow I5 14 12 10 9 5 2 | - Arbalest - Goat-foot 
Light Crossbow ee 14 10 8 3 | ~ - -  Arbalest-a-Jalet - Prodd 


* LNote: Medium Crossbows may fire every third turn; Heavy Crossbows, once every four turns 
Axe, thrown | ~ ~ ~ - Francisca — Tomahawk Ee 
Knife, thrown | ~ - - - Bodkin = Sgian Dubh 

4 = = - - Spear - Javelin - Pilum 
| 
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Spear, thrown 

Sling | - ~ - S<) 

Rock, thrown 3 - ~ - ~ YD 
Chance-to-Hi€ baby 
Short Range =) Small Target +2 Target Stationary -2 Target Evading +3 

Medium Range +| Man-size Target 0 Target Walking +| Firtng at Body Part +6 

Long Range +3 Large Target -5 Target Running +5 Aimed Fire -4 
Extreme Range +10 Gigantic Target -8 Target at Gallop +10  Braced Fire (Crossbow) -2 


Poor Visibility +6 Firer being Attacked +3 Target Silhouetted -3 Consecutive Fire -2 








an 8, your total. Attack-was 58. Headthumper has only 
a Defense Number of 38, and trie® to defend by blocking 
with his broadsword (Defensive Rating of 6 on the table) 
_cvand his leather jerkin only rates AR 3. With a disap- 
> pointing roll of 4 his defense only amounts to 51. You 
“> scored 7 points of damage on him--but now It's HIS 
attackee. 
Since your Attributes determine your Attack and 
Defense Numbers, they remain constant unless your basic 
Attributes themselves are changed (as when you improve 
them with use of Skill Credits). And when you use a 
weapon enough to be familfar with it (and have put the 
necessary SC into Its use), you'!! have no trouble 
remembering the ratings. Very quickly you'll! discover 
that you don't need to look up the numbers to do your 
~~ combat=--the ones you do need wil! be right where you 
@ want them on your Character Sheet. 
p=—eeB anged combat (with bows or thrown weapons) is 
resolved differently, using the Projectile 
wr =6Weapons Table to determine modifiers to your 
5 meattack roll on ID20. Read the chart in this 
d manner to resolve ranged weapon attacks: 
Q le First locate your weapon on the chart and 
yo cross-reference it with the range from which you are 
S attacking. This will give you a base number for Damage. 
Ls Next, refer to the Chance=to-Hit column. The 
S modifiers here are added or subtracted as necessary 
=> from your die roll. Now, roll the D020. IF, after you 
2 have tallied all the modifiers, your rol! was equal 
cts to or less than your DX, you have scored a hit. 
a Having determined that a hit was scored, rol! 
~~ 1D20 again and add the result of that rol! to the 
Damage number you located in Step |. The total fs the 

: damage inflicted Your target may only deduct AR and CT 

© from that total, the rest being deducted from his SP. 

S The only recommended defense In case of ranged 
weapon attack fis to roll against AG (if allowed under 

) the circumstances) and make al! deliberate speed out 

aot the way. 

a Let's get back to our old friend Headthumper 
for another example: He has decided to beat a hasty 
retreat. If you are using a Medium Bow and the GM says 

_c that Headthumper is now 50 yards away, that's Medium 

= range for that weapon. The Projectile Weapons Table 

—sx gives you a base Damage of 8--but first you have to 
hit him! 
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Your DX fs 12. The modifiers from the Chance- 
to-Hit table are +I for medium range and +5 because 
your target Is running. If you take careful aim (risky, 
since he fis getting. away fast) you can deduct’ -4 as 
a modifier. You have no ST penalty (see table) or other 
modifiers to take into account, so the modiffers come 
to 1+5-4=2, Your modified die roll on !1D20 will be +2 
--with a DX of 12 you can rol! 10 or less and still 
not outrol! your DX. The die rol! was 9? That's a hit! 
Now roll 1D20 and add that Damage number. A roll of 12 
plus that damage of 8 means you did 20 points! total 
damage. Since Headthumper's AR was only 3, his CT 10, an 
he didn't get out of the way, he took another 7 points! 
against his SP. In this case, he didn't make it to the 
exit... 
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When damage Is determined, it is deducted from ~~“ 


the character's SP rating, as In the examples above. 


A loss of more than half a character's Survival Points ~ 
at one time may result In stumbling or losing conscious~ Q. 
ness, and will cost him his attack that round just to —<) 
try and stay in the fight. When reduced to 3 SP or = 
less, a character is In Imminent danger of death, and, — 
If reduced to 0, Is a goner. The GM's section of the <- 


rules has particulars on handling these circumstances. 

Combat with monsters (or aggressive animals) 
is handled in much the same fashion as standard combat 
except that monsters and animals will frequently have 
their own untque forms of attack (claws, jaws, stings, 
tramp! ing--or perhaps flaming breath or a petrifyling 
gaze!) If such an attack prompts a course of action 
other than standing and trading licks, one must first 
avoid the attack by making a saving rol! against one's 
AG. Making your save (on 1D20) means you have success-~ 
fully stde-stepped the attack and may attempt whatever 
course of action you had fn mind (such as running for 
the nearest exit). You may be followed, however... 

In the case of monster attacks Involving 
quast-magical abilities (such as the petrifying gaze 
of a basilisk), characters must defend themselves as 
though against magic. (See--naturally--"Magic".) 
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Non-magic-users tn combat agalnst Spellcasters Taken unaware and must rol! against his LK to save. 


using magic attacks have a distinct problem tn that, If a If he makes his roll, the defender was missed--he 
Spellcaster's spell Is successful the only thing which presumably side-stepped the blow while maneuvering 
< effectively blocks Is a magical defense of some sort, In combat with his other opponent. If he fails to make 
> though most spells Indicate where a saving roll may be made his LK roll, his only defense Is his CT + AR. Anything 
2 on one's appropriate Attribute score. The Spellcaster's own in excess of this Is damage against SP. If he survives 
< disadvantage is that he cannot make both a weapon-attack/ The surprise attack, however, the defender will be 
‘TR defense and cast a spell In the same turn. Thus a Warrior aware of his new opponent and may not be so surprised 
7 with the Initiation fn combat against a Spellcaster who that opponent again. 


S has elected to attempt a spell has the drop on him, and GF sch is a crucial factor in combat, for 











will, with a successful attack, prevent the Spellcaster  “™ such activity cannot be prolonged indef Initely. 
from completing his casting. He may even prevent the df |, Sooner or later, even an undamaged combatant 
_& Spellcaster... SS S LL so feel the strain. This Is reflected by 
) area Fatigue against a player's CT. A character 
1 A few words on the noble art of D may sustain combat with no fatigue for a number of 
: ~<- combat-turns equal to his CT score. Thereafter, the 
noes. - T> ‘fatigue effect begins to take tts toll at the rate 
ee =<@®uch has been said about the making of saving = of | SP per combat-turn. Even a hero with a CT of 18 
rolls, so an explanation is in order. A saving 2 will eventually incur a fatigue penalty [ff combat 
| roll is simply the direct use of .your different C.5 continues for any great length. 
BAS Attributes to try and resolve a situation. When a character finds himself in a combat 
cx!f, for example, you are beftng hauled up out of a ? situation facing two attackers at once, he may 
cy bottomless pit with a prize jewel fin your slippery — attempt to fight with added ferocity, making one 
‘2 fingers, you may have to roll against your DX to see ca attack and two defense maneuvers per combat-round, 
y that you do .not drop it into the vast dark depths ee but tncurring Fatigue twice as fast as normal, and 
o' below. To do so, you would rol! 1D20 and compare the so at twice the normal penalty. He may not make two 
results against your DX score. If the number you rol | —S~ attacks and one defense; that Is the province of 
+ is equal to or less than your DX, you still have that _< the Berserker, and no other character may arbitrartly 
gem. If not, tough luck. | hope your friends who are use that tactic. 
hauling you up made their saving roll against ST... ss : 
aE The direct use of your Attribute scores also aie ...qano healing! 
‘> comes up in old-fashioned bare-knuckle brawling, such < Se aturally, with all the damage being traded 
y—as one sees [fn many a tough tavern. Good old hand-to- ) ) about, one has to be able to patch up. 
hand combat lets you make use of ST, CT and AG: a) aon Ordtnartly, the rate of recovering SP lost fn 
-°In a slugging match, the attacker uses ST 4. 1D20 2 ASX the course of an adventure is | SP per day. 
S whlte his opponent defends with his CT + !D20. Damage . If a Physician or other healer successfully applies 
<~- is still agafnst SP. a hts (non-magical) skil! to afding the injured, the 
°Prefer to wrestle? Both combatants compare ST + 1D20 — healing will take half the normal time. If magical 
BS and the better roll has thrown his opponent down. healing is attempted successfully, the healing rate 
™ Want to avoid a punch--or the whole mess? Roll against oh will be sped up according to the spell's stated 
AG and keep moving. If you missed the roll and somebody effectiveness. 
= you, just lay, there very, very quietly. <0 Normal healtng will not replace any lost limbs | 
On the subject of sneak attacks in melee: An = or such; that requires the use of high-powered magic, 
attacker whose presence has not been detected (his oe if avatlable. And if a character is killed, there fs 
3 Opponent Its unaware he fs being attacked from that TZ only the most remote chance of restoration through 
& quarter) may strike a surprise blow. The defender ifs —o magic means. 
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MAGIC 
> vital element of the WIZARDS! REALM is Magic, 
| ) which exists throughout the world as a natural 
HO force permeating all life to a greater or 
jae, \|esser extent. Every living being has a certain 
potential for magic power within him, but only a few 
ever realize that potential, primarily the Wizards and 
other Spellcasters. That parent to tap mystic energy 
is represented by a character's Power Points (Pp). 
His ability to realize that potential will depend 
entirely on deliberately applied effort to acquire and 
develop the knowledge and skills of a practitioner of 
“S$ the Ancient Art. 
“oe A character's basic Power Point total shows 
t how many points he or she may generate for use ina 
Se given day. The Pp are expended when casting a spell, 
aS 
-—_ 





according to the cost stated for that spell. (see the 
Spell List), and once used are gone until regenerated 
the following day. They do not accumulate unless stored 
Q in devices (rings, wands, etc.) prepared for that 
purpose. Example: If your character has a potential 
for 100 Pp per day and uses no points on a given day, 
“QO he will still have only the 100 Pp available to him 
unless he has bled off the unused power into storage. 
He may so store Pp in that fashion and thus, next day, 
have his 100 regenerated Pp plus 100 Pp he stored away. 
Appropriate vessels for containing this reservoir of 
energy must either be primed (with the Spell of Pre- 
paration), bestowed by a mentor, found amongst treasure, 
or, if you feel severely wealthy, purchased when and 
where available. Wizards store their points in a 
magnificent ring which: is bestowed only by a mentor 
of the Wizard's Council. They seek out potential 
Wizards to make sure they are guided in their formative 
training--improperly tutored Wizards can be rotters! 
And the ring is a special way for Wizards to recognize 
one another. Once worn, the ring becomes invisible 
to any but another Wizard, unless utterly drained of 
its Pp stores. 
The most commonly used artifacts, and their 
normal capacities, are: 
°Rings = 500 Pp limit, except the Wizard-Ring: 10,000 
Pp limit. 
7 Wands 
Cw "Staff 
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1000 Pp limit. 
5000 Pp fimit. 
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Other vessels may be prepared, but their capacities 
nay vary greatly. 49 
ven with the expenditure of Power Points, a a 
AS woke. N 
spell is not guaranteed to automatically ie 
laa function, Such Is the nature of Magic: Spells © 
, sey (according to their degree of difficulty) have © 
a certain base percentage effectiveness. The degrees “— 
of difficulty are described as Simple, Complex and a 
Multiplex, and the cost to operate these spells tends \ 
to escalate even as the base chance of success 
decreases. However, as your character advances In 
skill from inexperienced to high degree, your base 
chance of success Is improved (as explained under 
the Skill Credit section). You may also, by expending 
some of the SC you received for experience gained 
in adventuring, increase your percentage effectiveness 
with a spell. Each SC applied equals 10% improvement 
to a ceiling of 99%. That missing 1% is called the 
"glitch" factor: Any spell may fail when you do not 
roll your base effectiveness:’on IDI00, and the Pp 
applied to that casting are lost for all that the 
spell did not work (So maybe the stars just weren't 
right today?)--but the real danger is the Glitch: 
lf the dreaded Double-Zero (00) is rolled when a 
spell is attempted, not only does it fail but the 
Spellcaster experiences a backfire effect of that 
same spell. Something to think about when you warm 
up a really nasty Zap... 
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The base effectiveness of spells is as follows: 


CASTER'S SPELL RATINGS: 

DEGREE : Simple Comp | ex Multiplex 
Low 75% (85%) 50% (60%) 10% (20%) 
(Ist-5th) 

Medium 85% (95%) 65% (75%) 30% (40%) 
(6th-1 Ith) 

High 95% (99%) 75% (85%) 50% (60%) 
(12th-20Th) 


[The second figure in each column represents the base 
effectiveness for the Wizard sub-class. |] 
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For every degree that a character advances Bolt of the Blue (M) 600 IDIO#20 SP (1000') 







{ AFTER he has begun practicing magic, he may Increase Wi zard-Lock (S) 100 | turn 
his basic Pp by 10%. The character who started out with Wi zard-Sea| (M) 500 | turn 
only 100 Pp would then increase to 110 Pp per day with Whim-Wham (C) 150 5 turns 
his first level of advancement (2nd Degree). The next Detection Spells: 

r- advance would allow another increase by 10% to 121! Pp Detection (S)* 10 ieee 

ae and so forth, but only if he has in fact been using Seeker (M)* 100 | turn 

~Q\ his Power Points. A thief who suddenly decides at IOth 
Degree to begin trying some magic spell has only the Attribute Modifiers: 
Pp total he started out having the potential for-- Strength Leech (C) 20 | turn 
! Exhaustion (C) 50 | turn 
C, Spel{s~9 | Nimble Numb (C) 50 | turn 
. Leaden Limb (C) 50 | turn 
a [1 magic spells have a rating according to Faded Clery {0% 50 Ien 
z ©/ \@) complexity and have a cost for casting. Where Politts ee (C) 50 Fe aoe 
Y Wi spell duration is indicated, one "turn" refers 50 poy 
| ye) ; z Jonah (C) urn 
y =Baspecifically to one 6-second action round is Manado 
—€) unless otherwise spelled out. The spells listed below Wasinees 203 50 Pig 
have also been categorized in general classifications Spdng ing Strike (C) 50 ID6 SP 
©) according to function. Mystic Might (C) 50 | turn 
This is not intended to be a complete list by Brainstorm: (0) 50 i sigew 
any means, as there are always possibilities for new Vitality (C) 50 [ ahicew 
spells, many of which can be achieved by combining Nimble Touch (C) 50 i Wien 
existing spells to achieve more complicated results Rolling Bones (C) 50 a om 
(at a combined cost, of course). More exper ftenced faetant Chskm (Cc) 50 ee 
--— mystics may wish to attempt such experimentation, and eis Me: You =Foott0).50 Pobre n 
“~S are encouraged to do so, or (with consultation with Lucky 64b ie (C) ‘ 50 Fe 
your GM) devise new spells altogether with appropriate Berserker Blow (C) 150 Pothier 
“> costs and clear definition. 
Matter Manipulation: 
Sh SPELL (RATING) Pp COST DURATION Transmutaton (M)* 900 Until reversed 
: Dissolve (C) 250/500+ Instant 
t Energy Spells: Levitation (C) [Pp per Ib. per turn 
% Force Sphere (S) 100 | turn Heat (C) 100 apres 
Protection (S)* 150 | turn 
{ Dull Blade (S) 50 | turn 
Warden (S) 10 | hour 3 
—_ Weird!] Liqht (S) 20 1 + Basilisk Bale (C) 100 | turn 
> ek so eae ie Pelican's Bill (C) 100 | minute 
xt l!luminator (S) 50 10 turns Speak tote (6) 100+ aurea 
Bl tnd-Bolt (C) 200 instant P weet 
6 Shadow (S) 20 | turn Phantasmagory: 
u Spirit Fog (C) 50 10 turns Mind=-Link/Send (C) 100 | turn 
Crackling Hand (C) 150 ID10+20 SP Summon (C) 150 | turn 
s Crackle-Staff (C) 150 ID!10+20 SP Enthrall (C) 50 | turn 
ws Pain Strike (S) 100 | turn sense Amplification 
CD Mystic Strike (S) 200 IDI10+5 SP (100') (C)* 150 | turn 
Fire Strike (C) 400 IDIO+10 SP (300') Calculated Risk (C) 50 | turn 
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Gating (M) lOPp/Ib. Instantly 
Telekinesis (C) 150 | turn 
er ll lusory Stght (C) 100 | turn 
a ll lusory Sound (C) | 00 | turn 
<- ll lusory Smell (C) 100 | turn 
l ll lusory Taste (C) 100 | turn 
li lusory Sensation 
> (C) 100 | turn 
Ls Hallucination (M) 150 | turn 
— Fear (S) 50 Pturn 
ss Open Book (C) 500 | minute 
a Healltng Arts: 
3 Cure Malaise (S) 50 Instant 
dd Cure Disease (C) 500 Instant 
~~. Light Healing (S) 5Pp per SP, Instantly 
x Sertous Healing (C)  !0Pp per SP, instantly 
A Critical Healing (M) 20Pp per SP, Instantly 
aici Regeneration (M) 1000 « ID6 weeks to 
Oars. completion 
Sleep (S) 100 Delayed effect: 
_ |D6 turns! delay 
( Slow Polson (S) 100. Slows effect 50% 
yO Neutralize Pofson (C) 
oe 1000 Instant 
“vO Empathic Ald (C) 1OPp per SP, instantly 
t = Kiss of Life (M) 10000 Instant 
«-) Special. Conjurations: 
t Permanency (-) 10x normal Pp cost 
OS Rite of Preparation 
‘ (S) 10% of Pp capacity of 
4 item being prepared 
= Permanent Preparation 
ty (C) 1000 Instant 
Resurrection (M) See "Demonology" 
ae Reincarnation (M) See "Demonology" 
set Reanimation (M) See "Demonology" 


—© FORCE SPHERE = Covers a 10! sphere around caster. Stops 
“ physical attacks, regardless of ST. Stops energy-based 
_& spells equal to the Pp cost of sphere. Stops air/gas 
? (internal air lasts 30 minutes). Every added 100 Pp 
eso mee Sip or strength of sphere as destIred, 
or simply prolong¢ duration. 
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PROTECTION = A vartety of spells, each granting the ? 
caster defense against a specified opposition. Each 

spell will only act against the target It Is Intended S 
to repel, preventing attack or harm by that target eo 
to the caster. CQ. 
WARDEN = A guardian spell which does not stop anything, oo 
but will automatically alert the caster to unfriendly ~<- 
presence within its boundary (50! circle). 

WEIRDLING LIGHT = Conjures shimmering IItght which may 
be commanded up to a range of !00' in any direction 

or pattern. Blinks out at extreme range. 

| LLUMINATOR = Lights up a 50! circle centered upon 
caster to normal daylight. Circle moves with caster. 
BLIND-BOLT = An instantaneous flash of brilliance 
anywhere within 100' range of caster. Causes blindness 
for I1DIO turns on those affected. Target gets no save; 
those In Immediate range of target must save against 

LK to avoid effect. ; 
SHADOW = Opposite of Weirdling Lights: Spel! summons a 
patch of darkness sufficient to cover one person or an 
area the size of a doorway. May be cast or centered on 
self. 

SPIRIT FOG = Obscures as opposite of II lumfnator: Will 
reduce visibility to 3' within 50' circle. May be cast 
upon a target or centered on self. Fog dissipates In 
high wind. 

CRACKLING HAND = Requires physical contact with victim. 
Damage as given, with no save. Add +! to damage for 
each additional 50 Pp booster to spell. 

CRACKLE-STAFF = Requires contact as per Crackling Grasp 
but employs a charged artifact (staff, ring, etc.) and 
may release as many jolts as stored Pp allow. Example 
of a rechargable artifact containing caster's spells. 
PAIN STRIKE = Ranged spell up to !0'. No actual SP 
damage is Inflicted, but target Is Incapacitated by 
wave of patn that round, allowing only basic defense 
value against attack. Victim loses Initiative next turn. 
MYSTIC STRIKE, FIRE STRIKE and BOLT-OF-THE=BLUE = 

Three progressive degrees of the same type Energy Spell. 
Damage and range as given. For each additional 50 Pp 
added to basic cost, spell can be enhanced efther +1 
to damage or +!0' to range. 

WIZARD-LOCK = Seals boxes, chests, doors, etc. against 
opening by physical strength below 20. May be rendered. 
permanent. 

WIZARD-SEAL = Seals against magical strength. Requires 
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10 times origtnal Pp cost to break seal! 


WHIM=WHAM = Range of !0'. Strikes opponent with paralysis 


for 3 turns. 

DETECTION = Spell group: Will scan a pinpointed target 
If so specified, within 20! range, or scan an average- 
size room (approximately 20' fleld). Specific Detection 
spells each sense one specified target--for example, 


Evil (€or Good), Magic, Polson, Traps, Gold, Life, Unlife, 


!llustfon. : 

SEEKER = Spell group, as per Detection: Will allow 
caster to "home" upon the specified target of spell if 
target fs within 100' of caster (regardless of natural 
barriers). Separate Seeker spells required as above. 


ATTRIBUTE MODIFIERS = Basic Rule: The cost of each spel! 


is 50 Pp to raise or lower an Attribute by | pofnt for 
| turn. Additfonal expenditure (multiples of 50) wil! 


allow greater modification or duration. Magical enhance- 


ment of characterIstics can always be undone by magic. 
The specific spell for each Attribute must be known tn 
order to affect that particular Attribute. Thus: 
STRENGTH LEECH = Drains ST. 

BRAIN DRAIN = Reduces IN. 

EXHAUSTION = Reduces CT. 


NIMBLE NUMB = Reduces DX, 
LEADEN LIMB = Reduces AG. 
FADED GLORY = Saps CH. 


FOUL'S BANE = Reduces AP, 

JONAH = Reduces LK. 

THE MOMENT OF WEAKNESS = Causes momentary "blink" of 
unconscfousness; disorients victim, preventing defense 
that round. 
SPONGING STRIKE = 
af {86-SF, : 
MYSTIC MIGHT = Enhances 
BRAINSTORM = Boosts IN. 
VITALITY = Enhances CT. 
NIMBLE TOUCH = Augments DX. 

ROLLING BONES = Intensiffes AG. 

INSTANT CHARM = Boosts CH. 

KISS ME, YOU FOOL = Enhances AP (what else?) 

LUCKY STRIKE = Boosts LK. 

BERSERKER BLOW = Example of a combination spell: As Pp 
cost indicates, combInes three Attribute Modtfiers 
(those for ST, DX, and AG) Into a temporary +3 to 
recipient's Attack Number. 


Direct attack on SP: Immedtate loss 
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TRANSMUTATION = A spell category: Will alter the form 
of target/subject until reversed. May be cast on self 
or other target. Will not turn inanimate material Into 
living forms and vice versa. Separate Transmutation 
spells must be acquired for each different type of 
transformation caster wishes to perform--for example, 
Shapeshifting to Cat, or Transmute Lead to Gold. 
DISSOLVE = Liquefies target area Instantly. At minimum 
cost (250 Pp) affects an area the size of a fist; 500 
Pp will affect the area of | square foot. Increments 
of 250 Pp will Increase effect | square ft. Range 10’, 
LEVITATION = Allows manipulation of persons/objects 
at a standard rate of | Pp per pound per turn, at a 
movement of 10! per turn (horizontally or vertically 
as you prefer). 

HEAT = As with Dissolve: Instant heat over a target 
area | foot square to 100° (at minimum 100 Pp cost). 
Target area may be increased | sq. ft. OR temperature 
doubled with each added 100 Pp-=-or duration may be 
prolonged. 

DULL BLADE = Affects opponent's weapon for one round, 
eliminating weapon rating for that round. Has one-hal f 
effect on reducing damage rating of arrows. 

BASILISK BALE = Temporarily petriffes a human-size 
target as per cost and duration. 

PELICAN'S BILL = Just what every thief needs! This 
spell temporarily makes a person's mouth IIke a Purse 
of Great Price--able to hold 1000 silvers. Just don't 
try to talk while doing it. | 

SPEAK TO ME = Induces IImited speech and Intelligence 
in inanimate objects. For every 100 Pp applied (up to 
500 Pp), roll !D6 for IN summoned. Duration of | minute 
may also be prolonged by additional Pp as per cost. 
When the target-object Is questioned, it must save 
against IN or else it doesn't know the answer (and 
cannot be asked the same question again). Of course, 
it may not know everything you want anywayee. 
MIND=LINK/SEND = Permits telepathic communication with 
another being. Only person affected by spell may make 
two-way communication--persons contacted by that party | 
may only communicate directly with him while spell js 
in effect and their minds are Ifnked. A person not 
under the effect of the spell may not "call" to the 
mind of the one affected if the link is not between 
them. 





—> SUMMON = A direct call to another being's mind, willing 
that person/creature to come to you. If target's 

v location is known, distance becomes irrelevant; other- 

wise range ts 500'. Target may attempt to save against 

IN ff attempting to resist summons. 

ENTHRALL = Subjecting the will of another to that of 

the caster. Target must be visually present when attack 

is made. May attempt to save on IN to resist, but with 

-| on IN for every additional 50 Pp employed In spell. 

Pp employed to overcome IN do not count toward Pp-cost 

total to prolong or render permanent the spell. 

SENSE AMPLIFICATION = Allows improvement of specified 

sensory ability. Separate spells for heightening each 

z of the five standard senses (i.e., doubling normal 

ch Sffectiveness) or for Elven-sight or dark-sight to 

cal 
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those not normally endowed with same. 
CALCULATED RISK = Probability bending spel! which, fn 
effect, doubles one's LK. Also adds 10% to any ski]! 
or spel! attempted while under the ftnfluence of the 
Q_ spell. 
“2 GATING = The ability to bridge distances by going 
"Outside"--distance becoming irrelevant. One must, 
~ however, be able to visualize one's destination. The 
I-O chance of Gating "blind" to a safe location is only 
10%. Cost is 10 Pp per pound to go anywhere. 
“,~ TELEKINESIS = Enables one to use IN as ST for purposes 
} of manipulating objects, equating each point of IN with 
=> one point of ST. IN 10 = ST 10, or the ability to carry 
"2. 50% of one's body weight. Each point above 10 = +5%, 
“OD each point below 10 = -5%. (See also "Encumbrance"). 
| LLUSORY SIGHT, SOUND, SMELL, TASTE, and SENSATION = 
+ The five primary forms which an |!lusion may take to 
Leo be believed. Each spel! has the same cost and duration, 
I with an ability to affect within a 10' range. Range 
Any be increased by I0' by doubling Pp cost. If a 
victim is suspicious of Illusion, he must save against 
IN to disbelieve. For every sense being affected, =! 
from his chance to save, 
_ HALLUCINATION = Untike II!lusion, is a direct assault 
=> upon the mind's ability to perceive reality. Range is. 


ro 


| 20', effect is random, but target Is effectively stopped. 


© 25% chance of Inducing fear-reaction; 10% chance of 
“~ triggering insanity. . 

l, FEAR = Causes victim to be overcome by terror. Chance 
SX to save against “IN, but reduced by -I for every added 
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50 Pp in spell. Failing to save, a victim will flee 
in panic. Affects within 10" range. 

OPEN BOOK = Mind=probing spel! which allows unrestricted 
access to knowledge of victim. No save (and no good 
against GMs)! _ | 

CURE MALAISE = Overcomes minor ailments such as sea- 
Sickness, headache and hangover. 

CURE DISEASE = Immediately halts effects of disease. 
Will not replace damage done by disease (such as loss 
of a limb), and SP must be restored by rest or other 
ministrations. 

LIGHT HEALING = Cost as indicated, but only effective 
if patient has not lost more than 25% of total SP. 
SERIOUS HEALING = Spell required to heal damage if 
victim has lost up to, but no more than, 75% of total 
oF 

CRITICAL HEALING = Spel! for treating loss of over 75% 
of total SP. 

REGENERATION = At stated cost, will replace loss of 
limb or similar serfous loss, but recovery takes 1D6 
weeks to completion. 

SLEEP = Will put subject under, but effect is delayed 
1D6 turns--which can be chancy in combat! 

SLOW POISON = Reduces effectiveness of a poison by 
50%, increasing chance for victim's survival or for 
finding a cure. 
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NEUTRALIZE POISON = Immediately halts effect of poison. = 
Cannot replace damage done by poison. | ‘ 
EMPATHIC AID = Permits caster to relieve injury by — 
taking part of the damage upon himself, at the cost t 
of 10 Pp per SP. Subject receives SP sacrificed by © 
caster in this manner. l 
KISS OF LIFE = Immediate revitalization of a person | et) 
who has died, provided that the victim is whole and but t 
recently dead. Wil! not work if subject is more than <2 


12 hours dead. 

PERMANENCY is not so much a spel! in and of itself, as 

a method for enhancing another spell: While It is possible 
to intensify the effect or prolong the duration of any 
spell by doubling, tripling or even greater multiplication 
of Pp expended, Permanency Is achieved by exerting 10 
times the normal Pp cost of a spell (over and above any 
added points spent to augment the normal effect of that 
spell). 

The RITE OF PREPARATION is performed over any object, 





_aring, wand, staff, or whatever (even a belt-buckle!) 
intended to be a repository for Power Points. If an 
object so prepared is drained of Pp and not recharged 
within 24 hours, it will require repetition of the Rite 
of Preparation before it will act as storage. While 

the normal cost is 10% of the Pp capacity to which the 
recepticle is being charged, a Permanent Preparation 
has a one-time cost of If00 Pp regardless of capacity. 


Demonology & 


== emonology is an umbrella-term describing the 
» system of procedures used by Spellcasters and 
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Cy Albee in summoning forth spirits from Outside 
Al --and despite the name, includes the summoning 
Of powers Beneficial as well as Malign. It also 
Includes the Necromancer's arts, the calling forth of 
the spirits of the departed, vital to three exceedingly 
difficult conjurations: Resurrection, Reincarnation, 
and Reanimation. 

The principal steps in a basic summoning are: 

ES It costs 10 Pp to call up a "demon" (any spirit) 
of a 1D6 value. 20 Pp calls forth a 2D6 type, 30 Pp a 
4D6 and so forth. ! 

Le It costs 10 times that initial expense to put 
him back=--that is, !00 Pp per die rolled in the original 
summoning. 

3. lt costs | Pp per die per turn to control the 
spirit so summoned. Thus a demon summoned at a cost of 
40 Pp, being a 4D6 creature, requires expenditure of 

4 Pp per turn to control. 

4. lf you lack the necessary points to banish that 
which you summoned, it will. attack you, having sensed 
your lack of power over It at that point. 

"Demons" possess the ability to assume any form 
at will, but regardless of form assumed may attack or 
otherwise perform only according to their original die 
roll. A 1D6 demon who was summoned on a roll of 4 has 
straight Attributes of 4 (ST 4, IN 4, etc.) and a 
corresponding attack and defense for physical combat. 
Demons can be destroyed in their fleshly form, the shape 
assumed after conjuration, whereupon their essence 
returns to the summoner, who may send them forth again 
or dismiss them back whence they came. 
such beings may also use magic, immediately 
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acquiring a spell if it is taught them, but their use 
of such ability is limited to their Pp rating, or the 
Pp-charged goodies they are entrusted with (if any). 
The special conjurations in this category 
Involve a bit of energy and effort: 
RESURRECTION is by far the most difficult, requiring 
10,000 Pp just for the summoning forth of the spirit 
of the deceased. In addition, the body must be whole 
and capable of sustaining I1fe (which means a body 
not qualified for the Kiss of Life necessarily needs 
to be Transmuted back to a sultable state). Finally, 
if all is properly performed, it will still take 1D6 
weeks before the subject has regained normal abilittes 
and Atributes again. 
REINCARNATION is an alternative when one insists on 


. attempting to, reclaim a spirit whose body Is in no 


way reclaimable, There must be a body for the spirit 
to reside in--most likely one recently vacated by 
another, or custom-built by Transmutation--and 5000 Pp 
expended in the summons, New Attribute scores will. 
have to be rolled for the "new" character, save only 
IN--the returnee will have that faculty as before. 


, REANIMATION is another procedure entirely, useful for 
. finding a power-source for a body: Do-it-yoursel f 


Undead. Any body so animated has normal ST and CT, 
but its other Attributes will depend on Its power- 
source, which is the garden-variety imp of your: basic 
procedure. It is possible, by first summoning the 


' demon and then parking it In your intended vehicle, 


to end up with a powerful servant who--being, say, a 
1D6 demon=--has only an IN 3, Most of the Wizards who 
go for this sort of thing are--one suspects--missing 
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THOUGHT FOR THE DAY =< 
ALWAYS CARRY A FRESH DECK! 
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MONSTERS & CRIVTES === 


mada © world would be a dangerous enough place to 
go wandering about In ff all you had to concern 
yourself with were hostile humanotds of various 

BS types and abilities. And such adversartes will 
eran. be met In the WIZARDS' REALM, But don't 
forget that there are other creatures to contend with, 
whether wild beasts one might expect In the witderasan, 
or other--Things. In fact the only Iimitation to "what's 
out there" In the Midgards ts Imagination. 

Among the more unusual of the creatures native 
to these lands are the dragon=-broods--fire drakes, cold 
drakes, and the gating dragons (or "gaters" as they are 
sometimes known)--unicorns, pegas!i, the attercoppe (gtant 
spiders) and the elusive grend!. Sailors tell tales of 
the merfolk and of the serpents tn the deep, white 
rumors abound of the bizarre spawn of wizardly whim and 
curfostity. 

Creatures not native to the Midgards, monsters 
from the Outside, lurk In the dark and waste places of 
the world, brought into the land by ancient evil wrought 
when the world was young, and by powers which stil] 
serve that evil. Most dreaded ts the Bale-fiend, | 
conjured from the deepest pits of the nether realm and 
most at home in the deep places of the earth. 

More information on the characteristics and 
descriptions of various natural and unnatural /super- 
natural denizens of the World=-That-Is are Included in 
the GM's section of this rulebook, which now follows. 
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mhis portion of the rulebook is intended to 
@poelp you, the Game Master, to handle the most 
@ challenging aspect of WIZARDS' REALM or any 
ems OTHer FRP: supervising the game. Make no 
mistake, it is quite a responsibility, but it can also 
be most rewarding for you and your players. 

The GM serves several important functions in 
playing WIZARDS' REALM: 
be He or she is the one who, utiltzing the info 
provided in this book, combined with whatever outside 
source material desired and a healthy dose of one's 
own creativity, gives substance to the world of your 
adventurers. The GM maps the terratn, populates It, 
and sets in motion the forces, natural or un-, that 
characters must face. It fs the GM who--cleverly 
disguised as a crowd--is the non=-player character, the 
monster and the elements of. Nature. 
Zs The GM also referees the proceedings, clari- 
fying questions about the rules of play and determining 
the consequences of actions taken by the players. As 
such, the GM is the voice of Fate. 
Jo Finally, the GM is the one to determine 
experience gained and advancement achieved by the 
characters based upon their play. 
Responsibility? Indeed! but it is the dedicated GM 
who makes an evening of gaming something challenging, 
memorable and FUN for the players--and fun for the 
GM too! 


*: a an oad 


a oe 


ma he GM's responsibilities begin before a game 
, nu f,session, as it is first necessary to prepare 
N nH Ky 2 scenario for the players. Any maps needed 
must be drawn up, treasures hidden, traps laid, 
non-player characters (called NPCs) and potential 
encounters plotted so that, when the adventure begins, 
the stage is set--no time need be lost in rummaging 
about for "what's next?" The maps and information 
supplied in this rulebook are presented both as 
readily-avatlable materfal for play and as models for 
planning your own settings. 

When making your preparations, remember a basic 
tenet of Gamemastering: Always have Alternate Plan B. 
No matter how carefully you plan and prepare an outing 
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Gamemasters section 


and the probable action of that game-session, there 
will be times when the players will either do the 
unexpected, or do the expected and arrive at an 
unexpected result. When that happens--and it WILL from 
time to time--do not be dismayed. While you set up the 
world in which the players move, it fs your players who 
decide what moves they are going to make. Applaud their 
Ingenuity: Trying to anticipate and program al! their 
moves would be about as rewarding as cheating at* 
solitaire. Be flexible. 

When the players have their characters prepared 
for play, it helps the GM to have a record of each one's 
statistics. This is helpful in keeping track of character 
abilities and limitations in a scenario. It can be vital 
in a campaign game, where the characters become more 
detailed with development. To referee well requires 
that you be familfar with the characters as well as the 
rules. 

In playing a campaign game, one where the 
player-characters continue from scenario to scenario 
in a larger adventure or a series of connected adventures, 
it can be of great benefit to the GM to encourage the 
players to flesh out the background of their characters 
--the "character history" referred to In the front 
section of this book. Working a character's background 
Into the world you are shaping for game-adventures may 
provide inspiration for plotting some of those games. 
The simplest way to get a campaign going Its to try 
tying together a few loose ends left from previous 
adventures. It almost invariably creates new ones, 


Wthe characters oriented in their surroundings, 

Be indicating what info they are In possessior 

of when they begin and what their goal is (If they 
should know at the outset). Using your prepared 
material and information (notecards are especial ly 

good self-reminders) you will let them know what they 
see, whom they encounter, and so forth. By having your 
scenery mapped out beforehand and having prepared notes 
you can keep track of where the intrepid adventurers 
are, know when to check for an encounter, and how to 
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describe the surroundings to ‘hen--and know what info 
they must probe for tn order t discover it themselves. 

As referee, you will oversee the conduct of 
combat, resolve the consequences of character actions 
and instruct players at need. Remember that as GM you 
are controlling both the forces of .Nature and of Fate, 
It is therefore very important to be both consistent 
and impartial. Rules in this system may certainly be 
bent, but should be only if consistently bent the. same 
way for fairness! sake. Situations are bound to artse 
where a rule may need clarification and your players 
will ask you for an interpretation. Make one, but be 
certain to stick with that tnterpretation unless other 
later evidence convinces you otherwise. 


PLAYER CHARACTERS & THE GM == 


tarting your players off in an adventure some- 

times feels !ike an adventure in itself! You 

: AS mare looked to for advice in the selection of 
Yegpersona details when the characters are first 

rolled, of course, but the real challenge comes when 

you try to put the show on the road. ~ 

First consideration is the equipping of the 
characters, and by this we don't just mean loading up 
the ol’ knapsack, After all, what good is having a 
broadsword, an aptitude for magic or a lockpick if 
you really cannot use It to begin with? The party that 
set forth with such a limitation would be no better 
than orc-fodder. 

The solution is the 3 Skill Credits each player 
begins with to apply as he or she will. Their characters 
would reasonably be expected to have some small prepar- 
ation in advance for their adventuresome | ife-style-- 
but there are several ways a character might apply 
such SC. For example: 
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I. Full proficiency with a weapon plus one skil| 
or spell or another weapon (partial proficiency); OR 
Ze One well-developed skill, or a combination 
of two or three skills; OR 

J» One well-developed spell, or a combination 


of two or three spells, or even a spel! and a weapon 
ability. 

The possible combination of capabilities allows the 
party to vary widely in their ability to cope with 
hazards according to the choices they exercise, but 
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it also allows them to have some degree of ability 

to cope from the outset. As a rule, your players 
Should be advised to avoid putting al! their SC to 
just one talent. 

| s the players begin their expedition, you are 
AW their guide and sole source of information, 
some of that information will he given directly 
Eby you as GM, and some should not. I+ is right 
to make the players and their characters seek informa- 
tion and be self-motivated, as it is not your job to 
push or pull them through an adventure, 

If information is obvious ("Is it raining?") 
it should be freely given. In fact, you ought to state 
circumstances beforehand and eliminate the need for 
unnecessary questions. ("When you reach the Greensleeve, 
it's raining...Hard! The road is so muddy you'll be 
Slowed down too much to reach town by nightfall. You 
can try pitching camp this evening out here in the woods 
or take shelter in that--chuckle--nice, dry cavern you 
see up ahead,...") 

Information that is not obvious must be sought. 
You can have the information available through the 
appropriate NPC encounter or clues waiting to be found, 
but the players must act to obtain that wisdom. Any 
ranger who is not looking for signs of local wildlife 
(like in that cave?) deserves to be surprised when the 
bear shows up. It's called "learning the hard way" and 
sometimes it's the only school in town. Make sure new 
players understand the importance of asking a question 
when they feel the urge, and of stating their actions 
clearly too. 

Equally important in the actions of a group of 
wanderers is their organization. A lot of questions, 
problems or debates can be avoided entirely by 
establishing before the game session gets underway both 
a March Order and a Combat Order for the group. Both 
are designed to let you as GM know who jis where when an 
encounter or event occurs, and let the players know who 
is faced with an immediate decision or action. 

March Order is the formation in which the party 
moves, whether on the road or in a passageway. More 
than one arrangement may be called for depending upon 
circumstances: The group may be able to walk two abreast 
in the open or a large corridor and have to go single 
file in a narrow passage. Who's leading and who jis 


covering the rear may be important when that bear shows 
up (especially if the ranger wasn't watching)! 

Combat Order enables combat resolution to proceed 
more rapidly and smoothly by eliminating the "Who's on 
first?" confusion. If players know where they are supposeca 
to take up their positions, it may be that, even ina 
surprise situation, the fighter can buy the magician 
those precious moments he needs to fire up a spell. 

Wel l-organized and cooperative teams have a better rate 
of survival than meandering herds. 

Miniatures are of great benefit as play-aids when 
it comes to organization of player-characters. Being 
able to set up the March or Combat Order of the group 
where all the players can see, as wel! as seeing where 
the loyal opposition is coming from, adds further to the 
smooth flow of action and to the atmosphere or "feel" 
of the game. (It also helps in situations where normal 
March or Combat Order falls apart, like ina tavern.) 


an the course of normal adventuring, characters 


ment, and if their efforts are fru fefet, 
mi gain treasure, better equipment, and the 
occas tonal! odd magical goodie. Eventually this process 
can result in characters with unbelievable lists of 
personal possessions the ordinary individual could not 
possibly carry around. Pack horses are one answer, if 
you instst on tratling all one's worldly goods around 
In the wild. I+ makes more sense to leave what you are 
not going to make regular and frequent use of at home 
(wherever you decide home is), or give it to some 
deserving fellow player in need, Encumbrance takes Into 
account one's limited capacity to carry debris (and 
provides a way to limit the baggage as well). 

The WR standard for figuring encumbrance is 
this: A character with a median ST of 10 can carry 50% 
of his body weight for a number of turns equal to his 
CT, or half that weight for twice the length of time 
(and vice versa) without a fatigue penalty. For every 
point of ST above 10 add 5% to weight allowed. For every 
point of ST below 10 subtract 5% from weight allowed. 
Thus a character with ST 20 can tote fully 100% of his 
own weight for the number of turns equal to his CT 
before either having to rest or take a damage penalty 
for fatigue. A character of ST 7 could only carry 35% 
of his weight. 
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A damage penalty has been stated for fatique 
in combat, but some adjustment is made when applying 
fatigue to ordinary (j.e., not extreme exertion) 
conditions. Exact | SP of damage for every 5 minutes 
a character exceeds his normal encumbrance limit. If 
the character has endurance--lots of SP=--he may be 
able to maintain the grueling pace for a while at need, 
but even a strong character will be capable of putting 
himself in grave danger if he overdoes it. Recovery 
of SP lost through fatigue may be accomplished by rest 
--refraining from physical activity--at a rate of | SP 
restored for every hour of complete rest. 


~Combat results 


mA” certain circumstances during combat, a 


in just one or two blows. When this occurs, 

mae there may be added consequences aside from a 

= tm 16 loss of SP. 

Once the combat turn has been played and damage 
assessed, a character who has lost from 25% to 49% of 





his or her SP may face the following consequences on 

the roll of ID6: 

| = Stun (1D6 for number of turns affected); 10% chance 
to drop weapon (IDI00); 10% chance of falling from 
saddle, if mounted (dropping weapon is then auto- 
matic). 

2 = Lose Initiation next round; 5% chance to drop weapon. 

35 = Lose Initiation next round, 

4 = No effect. 

5 = No effect. 

6 = No effect. 

If a character has lost 50% of SP or more: 

| = Pass out (1D20 turns)* 

2 = Pass out (IDIO turns)* 

5 = Stun (IDIO turns; 50% chance to drop weapon)* 

4 = Stun (1D6 turns; 25% chance to drop weapon)* 

5 = Lose Inittation. 

6 = Lose Inittation. 

(*) 50% chance of falling from saddle if mounted. 


Dropping weapon is then automatic. 
lf the player-character has sustained less than 


25% of SP as damage, it is unnecessary to check for 
consequences. 
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THE ART OF THE NPC e& 


eee he Non-Player Character (or NPC) Is the indis- 
gpensible tool of the GM, NPCs are the stock- 
N players with which to populate the world In 

emai which the players’ characters move, In order 

for there to be any random encounters, conflicts and 
challenges. 

lf a player wishes to purchase goods In a- local 
town, he should have to deal with a merchant (and do 
so in character). Is he after information? Someone at 
the local public house may have it, or only part of It 
--and may not be very willing to tell what he does know. 
Thus the player-character is challenged again to use 
his abtlities to make the most of the situation, Giving 
out information through an NPC gives a GM a good means 
to supply necessary knowledge to players without telling 
Them things they cannot know in character until they 
have done their part, and it keeps the action moving by 
preventing players from bouncing around aimlessly and 
bogging down somewhere In mid-adventure. Besides, being 
a "cast of thousands" (including the more intelligent 
among the monsters) can be a lot of fun for the GM, 

NPCs need the same careful preparation given the 
other details of your game-session. They should, as with 
player-characters, be endowed with bastc statistics (you 
never know when a berserker may decide to assault the 
local Innkeeper!)--and for most NPCs, you may elect to 
simply generate the attributes at random as in normal 
character preparation. For special cases, prominent 
personalities to be encoun*tered--such as a particularly 
nasty villain--may be prepared with an approprtate 
adjustment of the particular attributes crucial to the 
role the NPC is to play. In other words, If you want to 
introduce a dashing rogue of a highwayman, you may need 
to assign him an appropriate Charisma rather than take 
pot-luck. Always exercise care not to overdo such 
adjustment: While a good GM wants to challenge his 
players, he should be careful not to stack the deck 
against them. 

The creation of NPCs for vartous scenarios or 
for a campaign can be facilitated for the GM by 
maintatning a small file In a notebook or on index cards. 
By having stats prepared and kept at hand for use as 
typical townsfolk, farmers or travellers, or a ready 












store of villains, you can reduce the amount of time 
Involved in the preparation of each game sesston--and 
avoid tearing your hair when the players insist on 
wandering around town. 

Monsters and antmal encounters are, after a ~ 
fashion, NPCs as well. While a chart is provided here 
for the more commonly encountered creatures of the 
WIZARDS’ REALM, bear in mind that the Attributes vary 
with the individual creature encountered. Where some 
beastie has Intelligence (say, a truly grand dragon!) 
it is up to you to provide the personality the players 
must contend with. One good idea is to decide beforehand 
upon one or two predominant character traits for such 
personalities. For example, if that grand dragon js 
particularly vain, flattery may work far better for 
our heroes than a direct assault. 

In addition to the Attribute table for creatures, 
a chart has also been provided for the do-It-yoursel f 
monster-maker (fancy a bit of Frankenstein? It Is said 
some eccentric Wizards did...) Random generation of 
strange beasties is offered as an optional aid to the 
GM and, I|ike any preparations for game-play, should 
be worked out carefully prior to play to help set the 
stage for that game-session. Experimentation fs 
encouraged, but not in the middle of conducting an 
adventure. 


a qt sometimes happens that a character has the 
. bea OPportunity to gain followers or henchmen tn 
wy continuing adventures. This may be in the form 
memes Of secondary player-characters, or NPCs conduc= 
ted by the GM, and can be anyone from a squire attending 
his Ifege to hired (and therefore paid) lackeys to a 
band of Merrie Men who follow a charismatic leader, 

Any such character must be kept track of in 
the same fashion as a player's original or primary 
character, and, of course, any such character who fs 
a hired retainer must be patd or looked after on a 
regular basis to Insure his continued service. Such a 
character has a personality of his own, and some effort 
must be made to establish a good relationship between 
leader and follower. (As an aside: players should not 
run two characters unless they are comfortable enough 
with rules and play to be able to do so smoothly=-= 
and the personalittes should be independent of one 
another, ) 
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To read the chart: 


_ Start with O. Add or subtract the following modi- 


fiers as appropriate: 


+8 
+5 
+2 
+| 

0 
-| 
-2 
=5 
—6 


if NPC Its fanatically devoted to his leader. 
if sworn friend (blood-oath), childhood friend, etc. 
if friend or lifelong retainer. 


for every point of CH over 15. 


if a paid retainer, employed only a short time. 

if newly-found traveling companion. 

if mercenary, or non-combatant lackey. 

if obvious capture or possibility of permanent injury. 
if NPC is coward, or task Involves bucking a phobla. 


-10 if immediate death is Iftkely and obvious. 


Ze 


Now roll !ID!10 and read down the column which 


corres onds to the total of your modifiers from step |. 
The 


A 


B 
C 


meee GD 


results translate thus: 

NPC will comply with zeal, try to do above and beyond 
the call. 

NPC will comply readily, but carefully. 

NPC will comply reluctantly. Make another roll If NPC 
cannot complete order. 

NPC will comply after ID6 turns of argument, trying to 
dissuade. | 

NPC will comply after 2D6 turns of argument, trying to 
suggest alternative (heatedly). 

NPC refused to comply after ID6 turns of argument; will 
listen. to further orders, however. 

NPC refuses to comply after 2D6 rounds of angry argument 
and will not follow orders for another 2D20 turns. 

NPC flatly refuses without argument; will do nothing 

and refuses to discuss it. 

NPC Is angered at request, will not perform duties for 
remainder of day. Reduce further loyalty checks by <2. 
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J = NPC is angry enough to consider leaving; If save 
against IN is failed, does so. Otherwise, -3 on 
future loyalty checks. 

K = NPC will attempt to strike barehanded at requester 
after 2D6 turns of argument. _ 

L = NPC will halfheartedly attack requester, not attempt 
to kill, but flee. WII! not return to group. 

M = NPC will attack and attempt to kill, flee, and 
become eneny (passive: will not seek you out). 

N = NPC will attack and kill any members of party if 
possible. Now fanatically hateful enemy. 

O = NPC will attack and kill all members of party if 


possible, including attempts to follow and strike 
from ambush, 


OMass action 





forces are called into play. The following 
method is offered as a simple system for resolving 
mass-action melees, primarily where large bodies of 
NPCs are involved. It is somewhat oversimplified in 
favor of rapid resolution of such combats, 

First, determine the numerical superiority or 
inferiority of the attacker-group (reading that number 
in the left-hand column of the table below). Rol! IDIO 
and read the appropriate column on the chart for the 


result: N = No Effect; K =a "Kil." scored, casualties 
inflicted and the force neutralized. (After the combat 
is resolved, the GM may rol! IDIOO to determine a 
percentage of survivors ina "K" unit.) 
ove 3 4 5 6 - 8 9 10 

PO cc oR ae NG es, eR 
BO BEAN oo UN oe a I ee Re Re 
+30 N N N K K K K K K K 
+e Me NON  s N e R OK KR  e K 
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Ore ea Ok es NS ee oe KK eRe ee OK 
Scan nN NN Na ae Ke. CK 
-350 N N N N N N N N K K 
0) EN NS ON ONS A I Ne K 
mg NON Se NR ON ee ee 
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Ranged combat between large units may be similarly 
resolved using the following formula: 


w 
Base value to hit is a 15. Modifiers to the roll of = 
1D20 are as follows: = 
“Short Range -3 t 
°Medium Range +| _& 
°Long Range +5 oe 
“Extreme Range +10 


a4 
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Rol! 1D20, add/subtract the approprtate modifier and 
read the result, If the result of the modified dite rol! 
Is 15 or less, hits are scored. Rol! IDIOO for effect- 
iveness. Note that a unit, even if 100% effective, 
could not wipe out a larger force in this fashion but 
would neutralize a portion equa! to the attack-force. 


EXPERIENCE — 


mam vis ultimately the responsibility of the GM to 
wi tally up Experience Points (EP) at the end of 
eek game and distribute them to player-characters. 
meme Since different players will develop differing 
skills/abilities, it is necessary to have a few guide- 
lines for determining how to award EP, 

All characters may expect to, at some point, 
take part in combat, acquire treasure, employ Magic 
and/or employ skills of non-magical, non-combative 
nature, A Warrior-class might reasonably be expected 
to perform more combat and less magic than a Spel lcaster 
and vice versa, while an Adventurer may rely moreso 
upon a specialized skill of his profession than on 
either magical or combat abilities. And all will be 
Inclined to share in loot acquired by group effort, 
Thus, EP tend to distribute evenly among the player- 
characters using the following reckoning: 

“For non-magical Combat, including that against 
monsters, the EP is equal to the Attack/Defense Number 
(choose the greater) plus the Armor Rating of the 
Opponent, 

“For Magic, EP equals one-half the Power Point 
cost of each successful spell cast. Thus magic-users 
do not accrue EP if using magical artifacts which ental 
no cost to themselves to employ. If a Spellcaster makes 
use Of an item which does cost him Pp, it ts the same 
as actually casting the spell, and EP is figured for it. 
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°When employing a skill other than magic spells 
or combat-weapon skills, the following guide is offered 
as a sliding scale: For use of a common ability or one 
with little risk of failure 50 EP; uncommon or moderate 
risk skill, 100 EP; use of a rare or unusual ebility or 
one with a high risk of failure, 250 EP. Some discretion 
may be exercised by the GM in determination of the 
difficulty involved and the quantity of EP to be 
credited, 

EP may also be awarded for treasure acquired on a 
ratio of | EP for Every | Crown value of the loot (f Gold 
Crown = 20 Silver Shillings). For this reason, the GM 
is advised not to overdo the treasure when planning a 
game session, as a "give-away" scenario will quickly 
kill the challenge in achieving advancement. Besides, 
the players still have the loot after the score is 
read, 

If your gaming group undertakes a campaign-style 
game or Quest, with a major goal to be met after facing 
hardships and danger in abundance, a suggested approach 
is to have a major EP award for completion of the Quest 
--for example, a maximum of 50% of the EP required to 
achieve the next degree-rank for each player (or a 
minimum 10% of EP for that requirement). This in 
addition to individual ly-merited EP. Such "goal-oriented" 
awarding of EP encourages cooperation and interplay of 
the characters, motivating the players to work together 
and to keep their alter egos acting "in character". 





mame time is reckoned flexibly according to what 
ty portion of the scenario is tnvolved. As explained 
Aa Jin "Combat" a single turn in combat/action would 
SS -epresent 6 seconds, ten turns equaling | minute 
of "real-time" action. Between such periods of intense, 
detailed action, game time tends to move by more quickly: 
A party of adventurers cautiously reconnoitering a dim- 
lit passage may consume several minutes of "game time" 
covering only a few yards of the passage--in real-time 
this may be represented by the simple statement "We 

are looking for a secret panel." How much time is 
consumed is a subjective determination for the GM, based 
on what specific actions each player declares and what 


result (if any) these actions bring. 

Travel time may be reckoned an hour, a day or 
a week at a time as appropriate, based on the movement 
rates given here. If your characters are covering 
large distances, you may wish to figure a day at a 
time or more, depending on how eventful a journey you 
have planned for the intrepid gamers. 


MOVEMENT® 


HUMANOID MOVEMENT RATES (Distances fn yardage) 





PACE ; TIME: 1 Turn | Minute 5 Minutes | Hour 
Craw | 2 -yds se: > 70 vee. lOO yds. | 200 
Searching Walk 5 50 250 3000 
Normal Walk 10 100 500 6000 
Jog 25% 250* |250* (*%) 
Full Run 40** 400** .2000** cer) 


(*) This pace may be maintained | Minute for évery CT 
point before fncurring Fatigue (as "Encumbrance" rule 

(**) This pace may be maintained |! Turn per every CT 
point before Fatigue (as with Combat Fatigue. See 


reckoned normally. At 20 MPH, double the rate; 
50 is triple rate; 40 (maximum!) jis quadruple. 
Horses are fast, but they are not immune to the 
effects of exhaustion. 


When jumping, a horse may clear a height of 6 feet or 
a breadth of !2 feet, when approached at full gallop. 
This range must be reduced by -I' per every !00 Ibs. 
carried by the animal. Similarly, weight will affect 
the top gallop-speed the horse may achieve: reduce 
the 40 MPH maximum by -5 MPH for every 100 Ibs. of 
encumbrance. 


TERRAIN MODIFIERS TO MOVEMENT RATES: 


Road Open field Light forest Deep forest 
Highway Muddy road Heavy road-mud Steep climb 
Deep sand Swamp 
Rocky ground Jungle 
Mudflats 
Badlands 
Norma! -10% rate -30% rate -50% rate 





Wa ovement by sea or river may sometimes figure 
Nin your adventures. If so, the following will 
Bprove valuable information, 

Speeds given for the various ships used 
as examples here are given in "knots" (nautical miles). 
A knot is about 6080 feet or some I.15 land miles. 


ob in Wectacta ceett +! cavern movement ea mur Sry By $490 ~I4 avpy Nid~hp.oe~ud m 


"Combat"). 
MODIFIERS: 
Human Standard Rates 
Dwergar Standard, except +] cavern movement 
Eat +] yard per turn; standard in caves 
Hobb it -|.yard per turn 
Bogey Standard Rates 
Troll Standard, except +! cavern movement 


The cavern movement rates cited above are to 
provide reference for characters moving in an under- 
ground environment such as caverns, catacombs, mines, 
etc. Orcs simply are not built for speed. 


HORSE MOVEMENT RATES 

PACE : 

Walk 2 — 4 MPH; I0 yds. per Turn. 

Trot 5 -— 8 MPH; 20 yds. per Turn*. 

Gallop 10+ MPH (maximum 40); 50 yds. per Turn**, 

(*) This pace may be maintained | Minute per every CT 
point before incurring Fatigue (as "Encumbrance"), 

(**) This pace may be maintained | Turn per every CT 
point before Fatigue (as with Combat Fatigue). 

NOTE: If a horse ts at 10 MPH gallop, Fatigue rate is 
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SHIP MOVEMENT RATES 


CRAFT : | Turn | Minute | Hour | Watch* 
River Barge I!7 yd. 170 yd. eR, 20 k,. 
Smal 1. Cog 19 yd. 190 yd. Dy oe he ee kG 
Large Cog ee ar 170 yd. 2 ke 20 k. 


Longboat**:: 15/25.yvd. 150/250. yd. 425/725. ke. 18/30 kj 
(*) A watch is a period of 4 hours. 

(**) For longboat: The first speed given is for making 
speed by use of oars. The second speed is under sail. 


All speeds indicated are for travel under tdeal 
conditions. Such conditions do not always prevail. For 
example, If there is no wind, a ship is becalmed and 
can make no progress (unless it has oars). If sailing 
against the wind, against the current (as upriver) or 
travelling by night, speed should be one-third normal. 
Maximum speed is only posstble when running before 


The wind or pushing the oarsmen, and fs half-again 
normal speed (5 knots becomes 7.5 knots). Such a pace 

is too much to be sustained long by ship or crew except 
in an emergency: The crew will be subject to the effect 
of Combat Fatigue. The ship may take damage reducing its 
top speed to the one-third normal rate (25% chance for 
this occuring). 


Op ia — wet 


ee 


ese 


Wy — ty 





PLAY SEQUENCES 


pn acting as coordinator of game-play, the GM 
wrEmaintains the order of events in sequence. When 
Rd large periods of time are passing, as in the 

ay Nexis case of trayel, the GM will explain what happens 

and may answer questions as they arise. A formal routine 

is unnecessary umMess and unti! the action speeds up. 











Similarly, when the party ts tnvolved tn shorter time- 
periods, such as the search in the passageway for a 
secret panel, the GM provides the detafls when any 
significant Information its discovered, keeping the 
pace brisk. 


It fs during the combat turn that a formal 
sequence of procedure is called for, which keeps the 
action flowing and prevents confusion. Typically, 
players must first, upon being advised of the situation 
they now face, declare their tntended actions. (In the 
case of combat, this may Include dropping into the 
Combat Order.) Once players have committed themselves 
to Individual or group actions, the performance of 
those acts follows (with approprtate determination of 
Initiation for all parties). The final step in this 
sequence is the recording of damage taken and benefit 
received. This order of play its repeated until the 
combat/action ts resolved. 

Initiation is the determination of who is 
actually able to act first in a given situation. In 
its simplest form, Initiation can be resolved by the 
roll of ID6 by each of the participants in an action. 
The lowest number proceeds to act first, and so on. 
However, such a simple approach is not always the most 
appropriate to the circumstances. If two combatants, 
or two groups of combatants, come together In pitched 
battle, the Initiation Modifiers provided on the 
Contact Weapons Table should be taken fnto account. 
The die rolls for Initiation will be modified to reflect 
the ease or difficulty of handling the individual's . 
chosen weapon. Since a Great Sword is great on attack 
but lousy on initiative, the player who uses one may 
find himself unable to get the low rol! allowing first 
attack=--however, the quality of his attack when made 
could very well make up for having had to take a few 
lumps. 

Of course, in the case of a successful sneak 
attack or a surprise, Inittatton ts automatically 
awarded to the attacker, And Initiation is presumed 
to stay with the party that possesses it inittally 
unless it is lost or forfeited tn the course of events 
which follow. Case in point, the combatant who has 
Initiation until his injurtes cause loss of same to 
his opponent (as under "Combat Results" above). 















agic, as explained in the‘player-section of 
“Mithis book, conforms to certain rules and so 
follows a consistent procedure in the WIZARDS! 
sREALM. 

The spell-list given in that chapter is not, 
however, meant to represent all the possible usages 

of magic capability by any means,. and it is assumed 

by the Wizards! Council that GM and player alike 

will take an interest fin experimentation and creativity 
where the employment of magic is concerned. 

Creation of any spell should Involve certain 
ground rules: First, the expertmentation should require 
expenditure of SC and Pp as with existing spells. 
Secondly, as such a creation is a new spell, the 
Spellcaster should be required to "live with it" at 
its minimum effectiveness until his next advancement 
in degree. Finally, all spells so created must be 
clearly defined and limited, with a specific Pp cost, 
duration or effect, and complexity rating, and precise 
description of the spell's capability--and must have 
GM approval before it is permitted into play. This is 
intended, not to discourage such enterprise, but to 
make certain that it is carefully thought out. The 
inventive GM may wish to add a few goodies of his own 
to the list of avaftlable spells, and is cordially 
invited to do so, again carefully defining their limits. 

yep agical artifacts provide another challenge for 
the creative juices of player and GM, Under 
the magic system of WR, Instruments possessing 
Ww Wamagical properties fall Into two categories, 
the user-activated and the self-powered. User-activated 
devices, such as rings, wands and whatever else, are 
those which perform a specific function requiring the 
use of stored Pp. As such, they may be charged to 
function a limited number of times, and are recharge- 
able. Self-powered artifacts are those which tap 
directly into the source of magical energies Outside 
and as such tend to be chaotic--f.e., random--in their 
behavior. They do not require charging, but they can 
not be completely controlled, and are tricky little 
devils to fool around with. For those who are ready 
to give it a go, we offer a few suggested goodies: 
MERCY WAND = An instrument of healing which, drawing 
its power fru. Outside will randomly restore 





<< [D20 SP in the hands of a healer; otherwise, 
? only IDIO. May only be used once per day per 
ae person. A HEALING WAND may be created to serve 
oO. the same general purpose, but would be charged 
—O with the user's own Pp and a specific spell, 
> and not subject to random operation (see 
S explanation below). 
—< WHIMSEY-WAND = One of the more bizarre goodies using 
“eh Outside power. No two of these are identical, 
: > and each performs twenty random functions (on 
> Sas roll of ID20). Some are useful, some useless, 
some good, some not. The balance fs 50-50,and 
co the results are GM's choice! (When one of 
1 these enters the scene, make a list of its 
particular effects so you can keep track. 
-<v Some possibi!Itftes: Fog (as the spell); a 
fa ap piercing shrlek--certain to attract attention; 
—— Involuntary teleport; modify an Attribute; 
> fire off a Bolt of the Blue; change sex; grow 
larger or smaller; age an opponent (or self) 
aK temporarily; conjure a spirit/demon...The 
possioilities are endless. 
a NULL-WAND = The opposite number of all those goodies 
> which draw energy from the Outside. This one 
will drain mystic energy (Pp!) from this realm 
-O back to the Outstde, and does so 60% of the 
poe time. It must be brought fn contact with that 
os which It ts tntended to drain of power. If the 
2 operator of thts instrument should roll the 
> dreaded Glitch (00), the effect Is reversed 
2 upon the user, and his magicks are drained off! 
a RING OF PROTECTION = A token charged with the specified 
_W Spell of Protection destred. As it can be 
created by a Spellcaster's own efforts, it must 
? must be powered by Pp provided by the user. See 
“> explanation below on creation of artifacts by 
Q players. 
? PURSE OF GREAT PRICE = A small sack with a deceptively 
oS large capacitys Such a purse, no larger than 
} a fist, will hold 1000 silver shillings. 
=; Preparation oe requires a ee Bil | 
spell. ~Z 
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LUCKY DOG = A curious IIttle charm which, independently 
powered from Outside, <4ds +2 vo the LK score 
of its possessor. However, If lost, it takes 
its luck--and | point of the former owner's-- 
BET PP 

VISION=STONE = A crystal which, having been prepared 
with the MInd-Link/Send, will permit the user 
to see what the person contacted is seeing, as 
though -through their eyes. 

SHADOW SHROUD = A cloak over which a permanent Shadow 
Spell Is cast: When worn, the wearer is quite 
literally "cloaked with shadow" and can thus 
elude detection as long as there are shadows 
to move about fn. Obviously a patch of inky 
darkness will look a mite peculiar in the middle 
of a well-lit room. Does not hide sound or scent 
however. The effectiveness of the cloak Is equal 
to that of the Spellcaster's ability with the 
spell placed upon It, except In broad daylight, 
where It Is only 50% effective. 

RING OF UNDERSTANDING = Prepared with a Mind=Link/Send, 
this allows the wearer to communicate with any 
intelligent creature as under the conditions of 
the spell itself. 

Sgarious mystical properties may be endowed to 

mrings, wands, staffs, gems, cloaks or boots, 

chalices, amulets, potions or whatever by using 
mathe guidelines offered here. You may wish to 

Introduce some of your own or borrow ideas from the 

number of other magic systems available, adjusting them 

to fit these guidelines: 
If a player wishes to have his character create 

a magical artifact, he should be required to exercise 

the same care and effort as when creating a new spell. 

The procedure will require the Spell of Preparation to 

prime the recepticle to hold Pp first. Then the Spell- 

caster must store the Pp in the artifact by, In effect, 
successfully performing the spell which is being stored 
in the recepticle. If the spell ts successful, the Pp 
are absorbed by the artifact to await later use. If the 
spell fails, the points are wasted. This procedure 

' requires that the Spellcaster know the spell with which — 

he intends to Imbue the artifact. (If he do'n know how 

he s'posed to tell “th'wand to do it?) The procedure has 

"charged" the Instrument, after which it "knows" the 
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spell and can be recharged with Pp directly. If allowed 
to run out of Pp, the artifact must be recharged with 
at least partial energy within 24 hours or it Is "dead". 
Note that the artifact, when operated, wil! 
still require the percentage rol! for effectiveness of 
spell (based on the effectiveness possessed by the - 
Spellcaster who charged It). Even though the spell was 
successfully placed into the Instrument, there fs still 
the possibility ft won't come out right... 
Permanency may be achleved by the expenditure 
Of Pp In accordance with the rules for effecting 
permanency [fn spell. However, each time the item 
possessed of "permanent" power Is fnvoked, the user 
must still rol! IDI00 to see whether It works on that 
occasion. 
Blue Moon" artifacts--powered from Outside-- 
ought not be routinely created by players, since 
\wthey cannot control them to begin with. However, 
ZA since SOMEBODY makes the darn things, there has 
to be a way to do it. If you as GM elect to allow such 
a creation to be performed in your game, we suggest you 
do it this way: 
e Require that the intended artifact be primed 
with a permanent Spel! of Preparation (1000 Pp cost) 
and followed with a permanent Calculated Risk (10 x 
normal Pp cost). Once this is done, a tap has been 
established for random energies to flow through. 
Ze Assume control over the artifact yourself, 
either by assigning it the properties of one of the 
above-listed Blue Moons or endowing It with other 
power(s)--or a bit of both. Try to maintain a 50-50 
balance fn good/bad or useful/useless function in 
multi=-powered objects. 
The player-character who wants to bring 
another of these wackos into the world Is supposed to 
know he cannot control the outcome of his effort. 


(ies 


s you have seen tn the Magic rules thus far, 
WIZARDS' REALM fs destgned to be a self-limiting 
system. Magic works, but it should not run away 
Bwith the game, given the procedures involved to 
make it work. And you, as GM, also exercise control. 

How does a character acquire new spells? You 
may wish to use any of a number of approaches To answer 











that: He could, of course, go through the process of 
creating all his own spells from scratch, as out! ined 
above=--but that can be burdensome to most players. Or 
a student/apprentice type may be taught a spel! by his 
or her mentor, who must be consulted to receive the 
spell. Those with the cash to flash may seek such 
Information "for the right price" (and at their peril) 
where it can be found--that's an adventure in itself. 
Spells may also be found fin scrolls or books among lost 
hoards, ancient |ibrarfes or on the persons of fallen 
foes. And then there is the Book of Spells sometimes 
entrusted by a mentor, and, rarely, available for a 
princely sum from an Infinity Store. The Book is most 
insidious: Until one has the skill--f.e., the SC-- 
required, the page remains a blank. It's a divlish 
device to give to an antsy mage... 

While it may be possible to buy such a Book or 
magical knowledge In the WIZARDS! REALM, it is seldom 
easye This keeps characters from just buying power-- 
and those who want to try it stay broke. If you limit 
the avaflability of the goodies, they'!! mean more when 
acquired. 

Say a player wishes to obtain artifacts To 
store his Power Points, and would rather buy his ring 
or wand Instead of risking a dragon's wrath. A primed 
recepticle goes for | Gold Crown per Pp of capacity. 

If he knows the Spell of Preparation, it is cheaper to 
buy a normal ring and prime it himself. 

In fact, with magical services so much in demand 
the | GC to IPp exchange rate is very useful. It keeps 
retired Wizards off the streets. 

It is also permiIssable to let characters obtain 
both powered artifacts and Pp-filled rings and things 
from fallen foes or from hoards. The rules for usage 
will apply normally, though some research may: be 
involved In determining what the new-found toy will do. 
anevitably the question of magical pluses on 
weaponry arises. That too is available for the 
right price. The usual scale of costs at an 
za Infinity Store is: 





First plus - 1000 GC 4H a CAO 1 

Second - 5000 GC f a 
Third - 10000 GC wy, Sr y 
Fourth - 15000 GC oy’ a4) : 5 oer 


Fifth (max.)- 40000 GC 


Ie 3907 0M ents x 


For one special ability to be endowed, it's 
another 40,000 GC. Such abilities may tnclude Speech; 
a Detection ability; Strength Leech. And each add to 
a sword ordinarily requires a week In the shop. It fs 
sometimes cheaper to do one's own spells of strength 
over a sword and risk a bit of exhaustion. 


ne of the most frequently abused areas where 
Magic is concerned fis the Wish. Here then are 
ha few guidelines for using Wishes fn your games 
rs - Unless circumstances and the wording 
demand it, a Wish need not be instantaneously granted. 
Example: Hero wishes for a castle all his own? Unless 
specific Instructions were spelled out, let him go find 
it. It may be weed-choked, in need of repairs, and a 
long walk from town, but there ft fs, unclaimed, and 
ithe NS. é. 

Zo Stick strictly by the letter of the Wish. Some 
times failure to specify details, or careless wording, 
leaves you a gap you could fly Smaug through. By 
adhering to the Wish exactly as worded, caution jis 
rewarded and greed tends to boomerang. 

Se Limit the available Wishes! As one of the 

least controllable of magic elements, they are most 
prone to create chaos. That is only natural, as they 
are manifestations of Outside energies, and exist only 
in a Blue Moon artifact. 


HERE THERE BE MONSTERS / 


S with normal humanoid beings, there is a 
certain amount of variance fn the actual 

Attributes of individual monsters. Reflecting 
Ethis detail, the following table gives the 
appropriate number of dice to use in rolling for 
specific statistics on the creatures Ifsted. 


In addition to the monsters, a variety of more natural 
beasties are listed for reference. You never know when 
your players might want to go hunting--and they never 
know when something might be feeling fiesty out in the 
wild, 














Descriptions follow the table 
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oT 
Balefiend 5D20 
Bast l isk 2D20 
Centaur 3D10 
Chimera 5D10 
Cockatrice IDIO 


IN 
1D20 
| D6 
| D20 
| D6 
|D6 


Demons -—- See DEMONOLOGY 


Doubleganger - Use the statistics 


Florana 3D20 
Gargoyle 1D20 
Ghou | 3D10 
Giant 3-6D20 
Gorgon 3D10 
Grend | 3D20 
Griffin 5D10 
Harpy |D20 
Hellcat 1D20 
Hel | hound 1D20 
Hydra 3D20 
Kraken 4D20 
Manticore 4D10 
Merfolk 3D10 
Minotaur 2D20 
Mummy/Lich 3D10 
Nightmare 5D10 
Ogre 2D20 
Roc 3D20 
Skeleton |D20 
Sphinx 35D10 


Spider, Great 
(Attercoppe) 2-5D10 


Vampire 2D20 
Wight/Grubber 1D20 
Zomb i O20 
Alligator !-2D20 
Bear 2D20 
Bear, Cave- 6D 10 
Bison 2D20 
Boar 4D6 
Drakes 5D10 

to |10D20 


Drake, Gater 3-5d10 


Elk 1D20 
Horse 3D10 
Moose 3D10 
Sabre=tooth 3D10 
Unicorn 3D10 
Wo | f 1D20 
Wolf, Great- 3DI0 


5DI0 
1D20 
IDIO 
|D20 
1D20 
IDIO 
1D6 
1D20 
|D20 
1D6 
|D6 
| D6 
2D6 
|D20 
IDIO 
!D20 
|D20 
|D20 
|D6 
|D20 


2D20 » 


1D20 
|D20 
3D6 
speci 
|D6 
| D6 
1D6 
1D6 
| D6 
|D20 


1D20 
1D6 
IDIO 
|D6 
|D6 
3D 10 
1D6 
2D6 


CT DX AG CH AP 
5D20 ID20 |D20 |D6 | D6 
3D10 IDIO IDIO = =8=©2D20 1D20 
3D10 1D20 1D20 |D20 |D20 
2D20 IDIO |D20 |D6 IDIO 
3D20 IDIO = §=3DI0 IDIO 1D20 
of creature beina Imitated. 
3D20 IDIO IDIO = =©2D20 |D20 
2D20 IDIO =§=2D20 |DIO IDIO 
3D10 ID20 2D6 | D6 |D6 
3-6D20 2D6 2D6 1D20 [D20 
1D20 1D20 1D20 ID!IO special 
2020: SD0 2-240 IDIO IDIO 
S5D10..--..3D41.0 |D20 |D20 1D20 
1020 ©. 2D20 "=. 2020. 3D10 1D20 
3D10 F020 2020. = - 3010". S816 
3D10 | D6 3D10 1D6 | D6 
special IDIO 3D20 1D6 1D20 
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BALEFIEND Is the name given the awesome fleshly form of a 
daemonic power summoned from Outside the Midgards tn the 
days which ended the High-Rule. As this dimly humanotd 
creature is so powerful, it generally uses no other weapon 
than {ts own ST to rend Its victims. I+ exudes an aura of 
fear (treat as basic Fear Spel! with save as per spel!) 
touching all within Its sight. Few are known to exist, but 
their reputation has kept them alive tn the lore of men. 
BASILISKS are so venomous that they are sometimes called 
Deathbreeders: Not only will the exhalation of a Basilisk 
paralyze a victim (save agalnst CT), but its hide exudes a 
similar poison (same save, with -1 for each round of 
continued contact) used to subdue the prey as it coils 
about and crushes the Intended meal. 


CENTAURS are a seldom=-seen race dwelling In the deep forests 


forests of the Middle Kingdoms. They are shy of outsiders 
rather than hostile, but if attacked are formidable 
opponents, using flailing hooves and trampling as well as 
weaponry (primarily the cudgel and the bow). 

CHIMERA is the name for a vicious mass of teeth and claws 
also called the "Arcahm divil"--it is most often sighted 
in the woodlands around that district. With its squat, 


stocky form it is deceptively fast, striking In the fashion 


of the berserker, taking no thought for its own defense, 


The COCKATRICE is a smaller relative of the Bast lisk, 
possessing the same paralyzing breath, but combined 
with a much nastier set of jaws and an actually pofson 
venom strong enough to kill a hobbit. In humans, death 
results In 50% of such polsonings. 

DEMONS. See DEMONOLOGY. 

DOUBLEGANGERS are another of the |Iife-forms to have been 
let In from Outside by the Terrible Lords. Having no 
distinct form of their own, they mimic other creatures, 
assuming both the form and the statistics of theifr 
intended victim--then attempting to slay the being and 
assume its place. While they cannot be harmed in their 
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"natural" form, Doublegangers cannot attack tn that form 
either. When in a fleshly form they may be destroyed by => 
conventional or magical attack. Cc) 
FLORANA are the Guardians of the Wood, the plant-animal a 
hybrids |ftkened to walking trees. Of the stature and ? 
strength of a small Giant, they are a peaceful "people" 2 
Slow to wrath--but terrible tn their anger when roused. a 
Fully-grown Florana can crush rock (or an armored foe), OO 


and so have little need of weaponry. Additionally, they 
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regenerate lost appendages without the ald of sorcery. 

A charming if somewhat long-winded sort, a Florin may, 
with his high CH, lull a listener to sleep (Sleep spell). 
GARGOYLES are a hardy, if somewhat unlovely, race that 
favor the high lonely places of the mountains. Their DX 
is somewhat Inhibited by the long talons which make their 
natural weaponry, though they do use swords or clubs in 
combat. In flight, they can match the speed of a horse 
at full gallop, and tire slowly because of their CT. 
Gargoyles make possible, If unlikely, player characters 
--their carnivorous eating-habits may put off companions. 
GHOUL describes the unhealthy, strong, and hungry sub- 
humans once bred to serve the Terrible Lords. Eaters 

of carrion, they haunt lonely bogs and boneyards seeking 
sustenance. The bite of a Ghoul fs 75% likely to cause 

a wasting disease, and may cost the victim his limb (Tf 
he survives the encounter!) tn ID6 days. 

GIANTS range In size from 8 or 9 up to 20 feet in size, 
which accounts somewhat for thelr ungatnliness by human 
Standards. Rarely seen in the Middle Kingdoms, it ts 
thought they may be the forebears of humans, whom they 
sometimes take a fancy to (rather as we would a pet dog). 
They use only the largest of weapons in combat, and 

Those they fashion for themselves may be rated 25% higher 
than the Extra Large Sword or Heavy Bow on the Weapons 
Tables. 

GORGON is a humanoid creature whose gaze must be avoided 
at all cost: It possesses the actual ability to petrify 
flesh (as a Transmute spel! maximum efficiency), rendering 
the victim a fossilized statue. If thwarted, or blinded, 
it will attempt an attack with Its talon-like hands tn 
Berserker-like fury. The gaze of a Gorgon is deadly even 
To another Gorgon, and only a Transmute spel! of the 
correct type will restore a victim (Transmute to Flesh). 
The GRENDL is the flesh=-rending fiend haunting swamp, 

bog and mire. The so-called Bayou Bogey (no relation to 

a true bogey) is driven by one urge: hunger. To satisfy 
itself a Grend! will even invade nearby lodgings for prey 
--and is savage with its victims. Its most frequent 
weaponry are its fangs, claws and constricting hug, 
Though In melee the beast has been known to use an arm 
or leg (from a victim) as a club. Primarily nocturnal. 
GRIFFINS are splendid-looking half-eagle, half-lion 
beasties, but about as Intelligent as a brick and a good 
deal more temperamental. If menaced, they fight fiercely 
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with talons and beak, and=-using their talent for flight 
--can overwhelm an opponent with their thrashing about. 
They nest In mountain aertes, and--attracted by the glint 
of bright baubles--tend to have odd bits of wealth fn the 
nest. Capable of speeds to 60 MPH in flight, a tamed 
Griffin makes an incredible mount (and fs as rare a sight 
as lips on a chicken). 

HARPY denotes a species of creature thought to be distantly 
related to the Gargoyle. Smoother of skin and capable of 
Enthralling a victim (Enthral!l at 99% effectiveness), this 
far more bloodthirsty creature seduces its hapless prey to 
enjoy as a feast in its retreat among the rocky crags of 
desolate seacoast. 

The HELLCAT has the ST, AG and CT of a mortal-realm panther 
combined with the malign IN and seemingly hypnotic CH of 
decidedly other-worldly power. Lacking the power of the 
hideous Balefiend, it nevertheless is a formidable opponent 
with both the fangs and thrashing claws of a true cat and 
the capability of Enthralling tts victim (at base effect of 
that spell). The true danger of the Hellcat-ts that it 
feeds not on the flesh of fits victim, but the IlIfe force, 
making restoration of a fallen character Impossible unless 
the cat itself is first destroyed. 7 

HELLHOUNDS lack the Intellect and cunning of their feline 
counterpoint, existing primarily as a manifestation of hate 
for living creatures and wantonly visiting destruetion on 
whatever falls in its path. The creature’ cannot be damaged 
by ordinary weaponry, but fs prey to magical attacks. As it 
owes its existence to hatred focused by an individual (as 
with a Mind-Link/Send to the creature once ft is Summoned) 
it ts possible to destroy the creature also by finding the 
summoner who wills Its rampage. LA Hel!hound or other being 
from Outside may only be Summoned by attempting that spel | 
while Gating! It is difficult--but the thing sought wil! 
always respond to a successful Summon. It must then be 
controlled as with a normally-conjured demon, basing the 
cost of control on the IN score of the creature. See the 
normal procedure under DEMONOLOGY. _] 

The HYDRA is a multi-headed serpent whose primary attack 

is through the fangs of each head and the constricting 
coils of its extremely long necks. The remarkable qual ity 
of the Hydra Its in fits ability to regenerate lost heads 

in [D6 combat turns. The most effective countermeasure 
known for this talent is the application of fire to the 
wounded member before it regenerates. IDI0 heads each. 





KRAKEN is the "Devil of the Deep" whose tentacles, 
ranging to 20' in length are its primary mode of attack 
(and often mistaken for a school of sea-serpents by 
mariners until too late). If allowed to fully enmesh 

a ship within its grip, a Kraken can (10% chance per 
round) actually break-up a craft and sink her. 
MANTICORE at first glance may be mistaken for a lion, 
especially as it frequents the same climate as the 
jungle cat. However, the Manticore possesses a triple 
row of wicked teeth and an envenomed tail-sting like 

a scorpion, as well as formidable claws. Its poison 
acts upon its victim within 4 hours, with death 90% 
certain. 

MERFOLK are the quasi-human people of the sea, posses- 
sing their own culture beneath the waves. In their own 
realm they are far more powerful on the average than 
surface-dwellers, but they cannot survive away from 

the sea for more than a few hours. The affairs of the 
surface world little concern them except when their 

own world is threatened. 

The MINOTAUR is the bred result of some nasty transmu- 
tation experiments by a now-deceased Wizard who sought 
The perfect guardian for his stronghold. Before he met 
his end, the old mage evidently sold a few people on 
his strange creation, as they are still found doing 
guard duty in jealously-protected keeps. Formidable 
horns and rear hooves, combined with the strength of 
its crushing hug make any passage a disputed one. 

The MUMMY or LICH is a strong and malevolently 

intel ligent resident of burial chambers and catacombs 
who, by arcane rites, succeeded jin reanimation of his 
or her (its!) own carefully-prepared corpse to better 
guard the worldly goods it could not take out of this 
life and would not leave. Frequently such a one is not 
only armed, but has taken measures (Protection spells 
of diverse sorts) to defend itself and its lair against 
magical assaults and plundering. Greedy little devils. 
NIGHTMARE is a demonic visitor somewhat | ike a unicorn 
in physical appearance--except that the very sight of 
Nightmare causes an intense Fear reaction (as the spell 
at 99%). It ordinarily is manifested only in the dreams 
of its Intended victim, there to do combat as though in 
the physical realm. If its victim is killed in this dream 
world, the physical form perishes in the real world. Only 
rarely ts this creature summoned through from Outside to 


do battle in the World-That-Is. Its weaponry in either may only be destroyed in combat by a weapon of pure, 


case is its spiral horn, hooves, trampling and bite. unalloyed silver or Faerie-fire or a weapon wielded by 
OGRES are a lesser kin of the Giant races, and their a Knight-Trenfher. Otherwise they must be tracked to 
intermediate status between Giants and other humanoids their lair and destroyed while dormant (i.e., by day). 
provides some of the basis for believing men descended The favored methods are with a wooden stake struck with 
(literally!) from Giants. In temperament rather like the x but a single blow, or by fire, after which the ashes 
Trolls, they are accustomed at their size (8'+) to the & must be sprinkled with blessed water. They possess the 
use of the largest weapons available. Ogres tend toward a power to Enthral!l (90%), and to Summon anyone who was 
solitary farming and hunting, and aren't overly fond of ae once seduced by their power (994%). 

visitors. , A WIGHT is a crypt-dwelling Undead whose special mode 
The ROC is the one airborne creature seeming capable of a of attack is to attempt to Summon a victim within 
giving a Drake a good fight--of course it could be because Ww its range (60% effectiveness) and overpower him with: 
they tend to prefer picking on smaller Drakes, especially ¥ Sleep (90%). The Grubber then proceeds to nourish 


"Gaters", and seemingly only for the sport of the fight. 
Beautiful to look at, but not if you're being knocked out 
of the saddle. Capable of speeds to 60 MPH. 
SKELETONS make up the sword=fodder contingent of many a 
Spellcaster's traps, being eastly Animated and cheap to 
maintain. For all that, they are deadly foes, as one has 
to completely break up such opponents. Even a Skeleton 
whose limbs are broken will attempt to make a biting 
attack. Completely break up! 
The SPHINX is most often found as a guardian. Highly 
resistant to mortal charms and attacks on the intellect, 
the creature nevertheless likes a good exchange of wits: 
If it can be bested at riddling or tricked into revealing 
what .* knows of the lair it protects, it will simply 
surrender its guardianship. Cheaters are promptly set upon 
and devoured, however, and an attacked Sphinx can summon 
great ST to attack with its claws and teeth. Anyone who 
wishes to match wits with the Sphinx in a Riddle Game may 
roll against IN a total of 3 times trying to best the 
creature's rolls. Remember It has a 2D20 edge! 
GREAT SPIDERS lurk in the deepest vales of the mountains 
and in the heart of the older forests of: the Midgards, si 
remnants of the Dark Old Days which followed the a 
cde 


itself on its conquest, keeping the remains for 
company. 

ZOMBI are that special variety of Undead conjured as 
cheap labor by Necromancers and such, using the arts 
of Demonology (to which you are referred). By using 
the rites of Reanimation a powerful carcass may be 
imbued with motive power using the smallest of imps. 
The imp then stays on the job until the Zombi has 
been relieved of all its SP. Thus a Zombi doesn't 
stop until it is "dead"--again. 


ragons or DRAKES, while part of the natural 
wildlife of the WIZARDS! REALM, also deserve 

yy some explanation. The Great Drakes are of two 
mews Kinds primarily: The Fire-Drakes and the Cold- 
Drakes. As the names imply, Fire-Drakes breath fire 
while Cold-Drakes do not. Both possess the powers of 
their formidable weaponry (teeth, talons and thrashing 
tail), but the Fire-Drakes are able to belch forth 
fire (treated as a Fire Strike spell, 50% base 
effectiveness; Pp according to individual dragon's 
Attribute scores). The Great Drakes may range widely 
in size and power, and their capability for flight 
(speeds to 80 MPH) make them awesome to behold. The. 
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of the High-Throne. The Attercoppe uses its poisoned fang t4rge Brakes. Hewaver. Fendoto be sedentary. in. thelr 
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: see an eo apes See Uk GRE ene habits, guarding their lairs and bright baubles and 

of webbing in less m e : : | 

The monster can also attempt to Enthrall! (as with the spell —< wasting their intelligence in idle dreaming. Some 


torn between jealous greed and a destre for some 
at minimum base effectiveness) but, if unsuccessful, wil LG 

abandon the tactic in favor of other approaches. wW) stimulating ere when company shows up at the gate. 
VAMPIRES are Undead who maintain their vitality by the The other branch of the family are the smaller, 
blood of their victims. Unable to endure the light of but equally intelligent and more sociable Gating Drakes 
the Day-Stars or withstand holy relics and signs, they (sometimes referred to as Gaters). Of less stature than 


47 








The true Drakes, Gaters nevertheless possess an ability 
to breathe fire (as a Mystic Strike (75%) and--more the 
specialty of the breed--Gate between locations (99%!) 

A Gater may be trained if found when young, but no bond 
is as powerful as that formed with the humanoid who 

is present when a hatchling first breaks forth from Its 
shell. As their aerfes are secret, it is né mean feat 
to be present at such an occurance, and the species has 
yet to be successfully bred in captivity. 

= wagnicorns must be mentioned briefly: Considered 
mby many to be the most graceful and beautiful 
HOF the creatures of the Midgards, Unicorns are 
In fact possessed of IN and CH sometimes above 
that of Elves, as well as thefr superior physical 
capabilities. As such, a Untcorn may never be mastered, 
but will, willingly, abide as companion to one who ts 
pure of heart and of goodly spirit. The Unicorn itself 
Is immune to poison and disease, and its single horn 

is said to possess phenomenal medicinal virtues (it 
will, in fact, form a universal antidote, though one 
horn will only provide five such dosages once ground 

to powder--and a Unicorn bereft of its horn wil| pine 
away). A Unicorn will not submit to a saddle or to 
being armored after the fashion of warhorses, and may 
only be guided by a collar. 













Monster Creation -~ 

WA 9 ould you decide you wish to try random monster 

7 Gy Ne J y 

ANT exper iment freely while still arriving at some 
mie Thing compatible with the WIZARDS! REALM, 

First, determine size with IDIOO. This 

you would have a more moderate scale to work with, 

roll 10010. This tends to give a size more in the mld- 

range around 50. You can reduce the number of dice If 


creation, here fis a system which allows you to 
will generate a creature from |' to 100! in size. I¢ 
smaller "whatevers" are desired, 


Next: Roll !DI00 to determine genera! type: 
°01-49 - Mamma! 
°50-74 - Reptile 
°75=-89 = Amphibian 
“90-99 = Arthropod 
°00 - reroll 


For underwater adventures, assume Fish or Amphibian, 
and do not use this table. 
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To determine the means of locomotion, roll! the 
DIOO and subtract the number rolled from the size of 
the creature in feet (Step |). If the number fs less 
than 0, count that as a result of |. 

Ol-74 - Walk/crawl, etc. 

15-99 = Fly (walk at one-fourth of flight speed) 

(For a really random monster--pot-luck--do not subtract 
size.) 

What weaponry the monster possesses is rolled 
on IDI00, rolling once for every 10' or less of length. 
If the same weapon is rolled twice, then double the 
damage number for that form of attack: 


01-29 = Teeth 10 damage 

50-49 = Claws ae: 

(30-54 - Trample/crush/constrict 5 

55-59 = Kick/bludgeon/thrash 5 

60-69 = Poison/spray 10 

70-79 = Magical effect As stated for spel 
80-99 = Horns/spines [2 

OO - rerol| 


Teeth are a piercing weapon in the monster's mouth; jaws 


shut like a vise and hold, or make repeat attack. 

Claws are located at end of limbs to use as slashing 

weapon. 

Trample is usually the technique of large monsters or 
of herds of creatures. 

Crush is usually the use of a creature's entire weight 
thrown upon or against a victim. 

Constrict Is a pressure attack to cut off breath, and 
may take the form of tentacles, a snake's 
coils, or a bearhug. 

Kick fs usually performed with the creature's hind 
quarters, and most often by beasts with hooves. 

Bludgeon is usually the tall being used in clublike 
fashion. | 

Thrash fs a close-combat technique with all limbs 
flailing. | 

Poison can be in the fangs or claws, spines or even 
the skin of a monster. Suggested types are: 
“Incapacitator, which causes the victim to lose 

IDIO of SP per combat turn until rendered 
unconcfious/comatose, and lasts until cured. 
“Convulser, which causes immediate convulsions 
and reduces victim by !D20 SP per turn unless 

or until cured. 


°Nauseator, which causes victim to make save 
on CT or become sick and unable to fight for 
ID20 turns, unless cured. 
“Corrosive is usually either contact (skin) 
or breath/spray weapon. Does |ID20 damage, and 
it will blind if a hit is in the face. 

The next step is to roll up the monster's 
defenses. Roll once for every 20' or less of length. 
01-49 - Armor as thick skin, bone plates, scales, or 

Thick -Furs 
50-74 = Runner! If getting the worst of the deal, wil! 

run away. 

75-94 - Camouflage or mimicry of a dangerous monster 
to discourage attack OR use of smoke screen 

or noxious (but nonlethal) liquid. 

95-99 = Magic effect: spell used only for escape. 
00 - reroll. 

A quickie Attack Number may be developed by 
using size of the creature plus ID20, plus the weapon 
damage of the various monster weapons as rolled above. 
To this add the roll of 1020 as in normal combat. 

For Initiation: Roughly human-size creatures roll! as do 
humans. Those larger than a horse do not roll; they wil! 
attack last in each round. Smaller than a halfling always 
attacks first. 

Finally, to determine the number appearing, 
roll the DIOO and deduct half the size of the monster 
in feet (rounding fractions upward) to get the result. 
Example: A creature of 75' in size would require that 
38 be deducted from the die roll. If the roll were 63, 
the result would be 63 = 38 = 25, The resulting number 
of monsters of that Type appearing would be the figure 
opposite 25 on the following table (in this example, 
then, a pair of "whatevers"): 

Ol-14 - Single creature only 
15-49 = Pair (usually mates) 
50-74 = Several: 2D6 + | 
15-94 = Many: 3D6 

95-99 = Swarm: 4D6 

If this doesn't give you a few wierdies for 
your adventures, what will? 
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Cartography = Abilfty to bot!: draw and read maps with 

accuracy. 

Strength = The martial art skill allowing one 

to focus energy Into a devastating blow with 

no weapon. Instead of standard Hand-to-Hand 
resolution (see "Combat"), user of this sklIl! 
may use his full Attack Number as for armed 
combat (without weapon add). He must declare 
beforehand whether the blow Its meant to kil] 
or merely incapacitate. (If "incapacitate" ts 
stated, a "kill" result Is automatically 
reduced to a non-lethal blow.) 

Charming Wit = The knack of "winning frfends and 
Influencing people" with your style. A 
practiced art as opposed to CH, and--un! tke 
Beguiling--not used to seduce, 

Chirurgery = The art of surgery: The talent necessary 
to heal serious damage to your fellows without 
recourse to magic spells. 

Conntng/Persuasion = The "gift of gab": Capacity for 
influencing the judgement of others through 
Suggestion. 

Cryptography = Knowledge of codes or cryptograms and 
the attendant ability to decipher them. 

Dance = Traltning in the art of the dance, essential 
for a performer or one who moves jn soctable 
company. You just cannot save on AG on the 
dance floor! 

Deactivating Traps = Capability for disarming or 
bypassing non-magical traps. 

Detection/Observation = The art of training one's 
senses to read the signs and clues which would 
ordinarily escape notice. 

Detection of Lies = An ability, as opposed to a spell, 
to recognize subtle signs of behavior and 
speech which may betray a character's deceit. 

Detection of Traps = Ability to determine the presence 
of nen=magical trap devices. 

Disguise = SkIII tn altering one's appearance through 
non-magical means. 

Evasion/Shadow Movement = Skil! 
using avallable cover. 

Evaluation = Developing an eye for value: The knack 

Bs for properly estimating the worth of an Item. 

Fletching = Skill at fashfoning arrows from available 
materials. 
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Forgery = Craft In imitating other styles of writting. Ce 
Falconry = The knowledge of the art of hunting with 
the falcon--a specialized animal-handling skill! 2 


unto ftself. a. 

Gambling = Skill in games of chance, not to be confused a 
with pushing one's luck. With this skill, you ? 
can recognize a cheat as well as being able to <- 
modify your LK roll: When called upon to rol! 
against LK (non-combat situations only), you ( 
may roll twice and take the better roll of 


re 


the two. : 

Herblore = Familiartty with the properties of various Ne 
plants and their uses. eink 

Horsemanship = Skill In the proper handling of a horse. *> 
Without it, one could be in for a rough (and 7 
short!) ride. ox. 

Languages = Familtartty with a specific language. This wo 
skill must be developed separately for each hb 
language desired. 

Lapidary = The jeweler's craft, as gemcutter and maker —aA 
of fine jewelry. ¢ 

Legend Lore = Specialized education which allows one 0 
to identify correctly artifacts or ruins, etc. b 
A specific skill: One may acquire such knowledge 
of swords-~-and be unable to Identify a myster- 
lous amulet. The category of knowledge for 
which this skill fis being acquired must be 
stated, Thus, one may have several Legend Lore 
skills, each on a separate subject. 

Lock Picking = Basically foiling locking mechanisms 
not magically sealed, 


Mime = An entertainment skill, and one that allows 
for making onself understood clearly tn 
situations where speech is not possible or 
desfrable. 

Mimicry, Animal = The talent for Imitation of anima] 
sounds. 

Mimtcry, Human = The ability to Imitate or impersonate 
the voice of another person (not necessarily 
humanee.). Requires Voice Training first. 

Musical Instrument = Skil! with a particular instrument 
as specified. One may acquire this skill 
separately for several different instruments. 

Nature Lore = Familltarity with the flora and fauna of 
a given region, especially the habits of the 
local wildlife. Tells one where the hunting 
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brother). They don't exactly compete, you see. 


WI4 - The Splayfoot residence. 


WI5, WI6, WI7 - Private dwellings. 
WI8 = Yeoman's Rest: A tavern for the working stiffs on 


WI9 
W20 
W2 I 


W22 


the westbank, presided over by one Eljfnora 
Jasamin, the "Iron Magnolia". Reputed to be 
the REAL bare-knuckle champ of the district! 
Prices are slightly higher than at other 
taverns and pubs in town (See S4 for prices). 
Private dwelling. 
Mousehole Lumberyard. Ernald Agenor, proprietor. 
Tartanian's Mills. The collected efforts of the 
several guilds responsible for most of Mouse- 
hole's fabric (drapers, dyers, and weavers) 
united in a single firm. Needless to say, old 
Tartanian lives on the eastbank these days. 
The Mystick River Shipyard. 


El - Cartwright's Livery. Carriages and wagons for hire 


E2 
£3 
EA 
ED 


E6 


E7 


E8 


or sale. Dibdin Cartwright loves to dicker and 
deal. 

Cartwright Stables, a fine assortment of horseflesh 
for hire or sale. Evidence that Dibdin dickers 
very well. 

Mystick Crossing bridgehouse, home of Falven the 
bridge-tender, whose responsibility is the 
raising and lowering of the drawbridge for the 
river traffic. 

The Drawbridge and its mechanism, 

Maizwell's Smithy. Horses shod, wheels rimmed, too! 
made or repaired, reasonable rates. 

Seahorse Supplies: nautical hardware, Greyhame Gree 
river, half-elf, proprietor. 

Parkyn the Armourer. Parkyn called Hammersmith has 
a reputation for fine-quality craftsmanship In 
the manufacture of weapons and armour. His 
prices reflect that reputation too! 

Notcott Barber. True to the pole outside his small 
residence (Notcott lives upstairs), a barber-- 
which means minor dentistry and surgery as wel! 
You might consider that when getting a shave... 


E9 - Prospero the Potter. Quality pottery jars and such. 
E10 - Chuffy Fussock’s Ropes & Nets. Another hobbit who 


caters to the nautical trade. 


El! - Fishamble Tools & Hardware. Large stock of same. 
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E{2 —- Pawnbroker. 
E13 - Boarshead.8utcher Shop: fresh meats prepared by 
Cormac Cleave. 


El4 - Fishamble Furniture and-Cabinetry, Bondi Barkis, 
proprietor. Fine woodworking by a dwarvish 
craftsman with a flair for wood rather than 
stone. 

E15 - Giltham's Fine Fruits. One of the older established 


businesses fn the Town Market. 

E16 - Bakery. Fograk Facewrecker (half-orcish and a 
temperamental chef) runs this surprisingly neat 
and tidy bake-shop for those with sweet-teeth. 

E17 - Rowena's. Plants and flowers, seeds and bulbs. 

The owner fs a hobbit. 

EI8, 19 - Private dwellings. 

E20-23 and E25-36 - The market stalls of the Town Market, 
where farmers from the Wrenfield district and 
even Ruberto, as well as the fishermen with 
their catch bring fresh edibles to sell. Always 
bustling, but craziest on the first of the week. 

E37 - The cellars and press of the Istyne Order, makers 
of fine wines. 

E38 - The Vintner Shop. Fine wines produced by the Istyne 
Order or imported to Mousehole. 

E39 - The Pegasus Stables & Livery. Despite the name, it's 
all normal horses and pack animals here, though 
strictly good quality. Prices tend to be higher 
than at Cartwright's place. 

E40 - Private dwelling: scrivner and clark, Brisingamen. 

E41] - The Athenaeum: A bookshop belonging to the court 
scrivner/clark, Brisingamen, as a sideline. 

E42 - Private dwelling. 

E43 - Private dwelling. 

E44 - Harbormaster's residence: Dunstable Spoone, current 
HM. 

E45 - Warehouse. 

E46 - Private dwelling. 

E47 - Warehouse. 


Nl - The Twelfth Night Inn, second best public house 
in Mousehole and certainly one with varied 
clientele, being on the main north road and 
in close proximity to the artisans’ and the 
entertainers! districts. Rates comparable to 
those at S4. 
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N2 = Nuaga’s Leather Goods. 

N3 = The Artist's Shoppe, Morna Dreamterry, proprietor. 

N4 = The Consortium Musicum, Instruments rare and 
wonderful. Belarin the Minstrel (retired). 

N5 =: Reveler's’ Court, costumers to the trade. 

N6 - Apothecary. 

N7 - Silvermoon Spices & Teas. Wandwig Silvermoon, 
called "The Fatr" does the honors here. 

N8 - Candleshop. 

N9 = Pawnbroker. 

NIO - Private residence: Ferrazin the Alchemist. 

Nil - Private residence. 

NI2 = Tailor's shop. 

NI3 = Theatre: The Black Swan. Performances daily, 
when not ratning. Tickets: In the yard, | 
penny; in the balcony, 2 pence; seats at the 
stageside, 5 pence. , 

NIi4 =- Private dwelling. 

NI5 = Private dwelling. 

N16 - Actors’ guild and flophouse. 

NIi7 = Wort's Cobbling. 

NI8 —- Warehouse. 

NI9 - Perfumer's shop. 

N20 = Ciramin Sflversmith's shop and residence. 

N21! - Margot the seamstress’ shop. 

N22 - Hultz the Barber. 

N23 = Chakel the furrler, specialist in fine furs. 

N24 - Bakery. 

N25 = Laundress. 

N26 - Private residence, 

N27 - Tale the Weaver, a human. 

N28 - Boriskar's Fine Clothing, being a clothfer and 
tailoring establishment for the moneyed. 

N29 - Glassblower and glazier. 

N30 - Faerteflame Stationers & Books. 

N3! - Private dwelling. 

N32 - Uthrapen the Armourer. Parkyn Hammersmith's chief 
rival in the field. 

N33 - Olog the One-eyed, jeweler and artisan in rare 
metals. 

N34 = The Barracks of the Town Watch. A standing force 
of 24 professional soldiers who patrol the town 
in conjunction with the Mousehole Constabulary, 
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and form the nucleus of the Township Militia tn 
event of an emergency. Militia meets here twice 
monthly to train and drill. (On good emergencies, 
the town can muster some 75 able bodies.) 

- The private residence of the banker and his family, 
plus assorted retainers. 

- The Port Exchange and Exchequer. The banking house 
of Mousehole Township. 

- Private dwelling. 

- Private dwelling. 

- Private dwelling. | : , | 

- The Infinity Store waretiouse. Caution: These 
premises guarded by Wizardly spells. In case of 
emergency, notify the Company of the Keep (or 
hope they don't find out). 

- Cobbler shop. 

- Boarding house: 10 star-shillings a week, meals. 
Widow Verna insists on only hard-working sorts. 
Rooms are clean--but cramped. 

- Cheap Street Carpentry. The name says it all. 

- Chirurgeon: Felarial the Healer, hal f-elven. 

- Meldu the Undertaker, all-business. 

~ Midwife: Unna Childlove. 

- Fortuneteller. Demelza the Wise makes a modest 
living by reading the future for those who wish. 

- Private dwelling. 


The Chantry and Monastery of the Revered Order of 
Istys, being the principal center for worship 
in the district (still partially incomplete), 
along with the dwelling-space for the Brothers 
and Sisters of the Istyne Order, and the small 
school conducted there. 

The Lord Mayor's residence. 

The Convent Garden, a park appended to the Chantry. 

The Three Fates Inn. Owners: Chiannr called Shadow, 
Lady Romulus, Felicity Lydwine (Eaglemoor.), The 
largest and, reputedly, the best publ fc-house 
in Mousehole, fronting on the Harbor Square and 
catering to the traveler from whatever clime. 
Common and luxury accomodations aval lable, 
| star-shilling and 3 shillings respectively 
per night (meals extra). Common Room and private 
dining available. Standard fare 3 shillings per 
person; specialties 10 shillings and up. 


Spirits: Beer, Ic; Black Beer, 2c; Mead, 5c; 
Ale, Is; Welkyn, 2s; Brandy, 2s; Wines, Is and 
up; Rum 7c; other as available. This Is a high- 
class establishment. Act respectable. 

S5 - The Infinity Store, Main Offices and Showrooms. 
The largest trading company in the Middle 
Kingdoms, with the most varied (and frequently 
bizarre) offering of merchandise in the Midgards. 
Underwritten by the Company of the Keep. The 
variety of equipment and supplies includes most 
any department you may care to think of (so be 
very careful what you're thinking!) For more 
complete particulars, see the Infinity Store 
Catalogue. 

S6 - Executioner's residence, 

S7 - Boathouse: "Cap'n" Rustyguts Ratclif, owner. Smal | 
cog for hire, 10 star=-shillings a day plus 10% 
commission on profits of voyage. No bargaining! 

S8 - Warehouse. 

S9 - Leakin' Louey's Dock: Charters and rentals by day 
or week, mostly for coastal fishing. 5s a day. 

S10 = The Lazar-House. The hospital facilities for The 
Mousehole Township, primarily available for 
charity patients. 

Sil = Crow's-Beak Point Beacon - The on-shore harbor 
beacon malntained fin all weather by the Town 
Watch. In storm or foggy weather, another 
beacon on an off-shore rock is also kept lit, ~ 
to warn mariners of the channel entrance. 


Cl - The Guild-Hall. Here reside Masters (and some few 
Grandmasters) of the trades, along with lodgings 
for some apprentices, Including masons, smiths, 
carpenters, sculptors and artisans, drapers, and 
divers wrights. They maintain the consistency of 
quality and price among the professions they 
represent In the city--and view with active 
disfavor non-guildsman fnterlopers fin their 
market. 

C2 - The Municipal Offices of Mousehole Township, 
Including the Lord Mayor's Office, the Municipal 
Courts, the Constabulary (all eight of 'em), the 
Town Gaol, the Reeve & Tax Collector, Customs 
and the Department of Sundry Works. 
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verlooking the township of Mousehole is the hold 
known as Eaglemoor Keep, being the home of Sir Tarl 
Eaglemoor and the Lady Felicity, along with their 
P=ES=® Companions known as the Company.of the Keep. 
Depending on who's at home at any given time, this company 
Includes the Wizard Darkmoon and his protege Nol lander; 
the hobbit Planer, whose talents run to bustness and 
burgling; Robin Winterthorn, the Eaglemoor's squire (and 
Felicity's nephew); Raven ap Kimnor, m'lady's fel low- 
practitioner of healing arts; Lady Romulus of T'Kira fn 
The Ulfholt; the human magician Tibertus, from Lydwineflfe; 
and occastonal ly Shadow. 

Shadow usually prefers to keep a room at "The Three 
Fates" (arguing that someone has to keep an eye on the 
business), where she usually sees the other rotating 
members of the Company: Kaffal, a knight from southern 
climes whose distaste-for magic hasn't prevented his going 
along with the "unbelftevers" for a bit of adventure; the 
troubador Zelros, who entertains at the inn during out- 
breaks of peace; the strange pair of Pandro and Feanor, 
a hobbit and an elf who oversee the Infinity Store. 


NOW THEN... 


/F YOU'RE READY FOR AN APVENTURE, 
JUST TURN THE FAGE. THE DETAILS ARE FOR 
THE CM OMLY, 56 NO FAIR PEEKING, 
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THE ASTROLOGER’S TOWER: an adventure in the WIZARDS’ REALM 


Se 1 the rockbound and forbidding coast away west of 


(Ss) Mousehole stands a mournful ruin, once the hold 
\ y 


of an astrologer and alchemist. When the old boy 


ess died, the observatory was left to fall into 


disrepair--and rumor began to spread that the tower was 
haunted. 

It had in fact become for a time the perfect 
blind for a band of smugglers who--finding a haven in its 
desolate surroundings, fed the rumors and kept them alive. 
But something caused the smugglers to depart in great 
haste, leaving plunder behind. Perhaps there was some 
truth to the story after all...? 

Now Margali the Sorceress, sworn foe of the 
Eaglemoor, has taken the Lady Felicity a prisoner, to 
bait a trap for her enemy. Sir Tarl and most of his 
companions, however, have set sail to the Free Port of 
in the south, on a trading venture, whilst the 
Wizard Darkmoon and his protege Nollander are in parts 
It will be up to your 
intrepid band of adventurers to rescue m' lady. 


D>his Adventure in the WIZARDS' REALM is designed 
VY for introducing your players to the game, and fs 
Ww recommended for 4 or 5 players. If fewer or more 

=a wish to play this scenario, the GM is advised to 
take into account their muscle--or lack of it--in 
modifying traps and encounters to suit the group. 

For a shorter first adventure, the players may 
be started at the tower itself, having been briefed on 
the events described in the full scenario. Otherwise, 
include the town and the swamp encounters section. 

While a good mixture of character-types for This 
adventure will include a variety of skills, it is strongly 
recommended that the group include some strong combat 
ability and skills in detection and/or healing arts. Traps 
there are, and characters are !|ikely to be in need of 
repair before the end of the road. 

Be cerfain to read all the material carefully 
before beginning a game-session. 


NUE 
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— s our drama unfolds, the Lady Felicity has been 
taken by servants of the sorceress Margali while 
riding in the woods beyond Mousehole. She is to be 
held by the Wizardess' minions at the ruined tower 


while word Is sent to Eaglemoor Keep to draw forth the 


intended victim. 

The players find themselves initfally in the finn 
"The Three Fates" In Mousehole. They may begin play either 
as Travelling companions or as a group of strangers seated 
Together at one of the large tables tn the Common Room, 
soon to have reason to form an alliance. Here Chiann ap 
Kyree-called-Shadow, part-owner of the house, may be heard 
expressing her anxiety over Felicity's prolonged absence, 
The fact that the rest of the Company of the Keep are off 
and about, the stupidity of breaking an arm because some 
¢&*@#!! spilled a beer, and how much beer is costing these 
days anyway. It is somewhere in the midst of this--as she 
is just hitting her stride--that a messenger comes rushing 
in breathlessly from the keep, bringing news of Margali's 
perfidy: a note and a map. 

Without the Company of the Keep around, and her 
sword=-arm in a sling, Shadow is at a loss. Casting about 
The Common Room for volunteers, she finds only a few other 
patrons--none eager to be off to the "haunted tower"--and 
Then her eyes fall on your party, seated together. 

"You look like a hardy lot," she says, "and | have 
need of your aid. If you will take this map and can safely 
bring Lady Felicity back, | will see that you are handsomely 
rewarded." (The reward is, in fact, 10,000 silvers, if 
anyone asks--Shadow would take a dim view of being asked, 
and will not bargain on that score--and perhaps some 
necessary equipment for the journey, depending on the band's 
need and their ability to convince Shadow. She cannot be 
certain they will come back...) 

"Be warned!" she continues, ominously, "Margall ts 
a potent foe, and she surely has henchmen waiting on the 
high road. If she’s prepared for Sir Tarl, she's more than 
ready for you. Best you take the swamp paths to avoid the 
road entirely." 

The adventurers may wish to make a stop or two tn 
Town for supplies (consult the equipment list), but they 
had best hurry: It fs a long journey to the tower, requiring 
at least one night's camp, and the day is past noon. 


swamp encounter’ 


sy is some four hours! to the parting of the ways 
@May between The paths through the Mystick Swamp and 

Aon. the high road which avoids it (and leads to certain 

=—=adoom!) It is at least another day's journey to 
cross and safely quit the bog country. The group may choose 
either to set out in the afternoon or wait til daybreak and 
have some twelve hours! daylight ere nightfall. 
Passage through the swamp country includes the 

risk of several different encounters. To determine what 
trouble, if any, the party may encounter, rol! !IDIOO 
and consult this chart: 





(once for every 4 hours! travel through the swamp) and read 
from this table: 


Ol - 10 = Grend!: ST 20; IN 33; CT 123; DX 10; AG 10; CH 3; 
AP 5; LK 6. Will approach only at night. Upon 
sensing its prey, it will set up a shrieking-- 


it isn't very bright but it is hungry! Only 
encountered once (otherwise read this roll as 
no result). 

I! ~ 20 = Will o! the Wisps (nighttime only): Said to be 
malign spirits of those who perished in the bogs 
attempting to lure others to join their fate. 

To resist, make save against IN. (Encountered 
only once per night.) 

21 -— 30 = Witch's Hut: The dwelling of Mala Gara (ST 8; 

IN 15; CT 9; DX 12; AG 14; CH 10; AP 4; LK 14; 
6th Degree), an unsavory hag who enjoys her 
privacy. If she likes you (try your CH once 
only!) she will give you a stone that glows to 
warn when a Grend! is near. Otherwise, clear out 
-~-the hut itself walks about on spidery stilt- 
like legs, and will chase you until! the party is 
thoroughly lost (losing | hour in regaining 
trail). (Encounter once only. Afterward, no 
result on This roll.) 

31 = 40 = Swampers: One-time encounter only. GM should key 
number of these disreputable bog-country hobbits 
to the number of players. The /ittle thugs want 
1D6 Crowns per person to let you cross "their" 
territory. Otherwise will dispute your passage. 
All wear leather jerkins and carry stout cudgels: 
Budro: ST 13; IN 13; CT Il; DX 7; AG 7; CH 7; 

AP II; LK Il. Also has large knife. 


41 - 50 = 
51 - 60 
6 +76 
71 = 80 


Slink: ST 10; IN 5; CT 18; DX 12; AG 7; CH 12; 

AP 10; LK 12. Also has sling. 

Peero: ST 7; IN 8; CT 5; DX 6; AG 7; CH 6; AP 15; 
LK 9, Has a small bow and tends to avoid contact 
combat if possible (for obvious reasons). 

waders ST 13: IN 153° CT 145° DX 15% -AG. 6s CH {2; 

AP 9; LK 10. Brains of the bunch. Carries a large 
axe made by sawing off a pole-arm. 

GM may roll additional thugs as needed. 

Each carries 1D6 Crowns, 2D6 Stars, !D20 Pence, 
courtesy of earlier "tourists". 

Bogeys: One-time encounter only. Party encounters 
a warning-totem (bad "juju"), and may avoid the 
area by going around. Takes 4 hours and means an 
added roll on the Encounters. Otherwise, trespass 
will result In an attack by a bogey war-pack (equa! 
to size of party). Use average Attack/Defense 
Numbers of 31 +/- I1D6 to generate war-pack; for 
SP, average 22 + ID6. If half of pack fs lost, 
remainder will flee. If pack numbers 5 or more, 

a 3rd Degree shaman is in the group, with 250 Pp 
total, and three spells (Fear and two others, GM's 
choice). All are equipped“with small swords, and 
wear 2D6 worth of silver as ornaments. Shaman has 
amber necklace worth 30 Stars, which accounts for 
[50 stored Pp, unless used up. 

Lost for | hour. 

Quagmire: Roll LK. Those who fail sink in the bog 
lO" per turn, rolling again each following turn 
until they stop sinking or are rescued by those 
who aren't sinking. Rescuer(s) may pull out victim 
at rate of 10" per turn until free. (GM option: If 
party is checking for such dangers, may avoid This 
encounter when rolled.) 

Snakes: Pit containing 3D6 snakes, !0 SP each. 
Though non-pofsonous, snakes will attack victim 
(first party member to miss AG save). Rol! 1ID6 

for each snake attacking. If a 6 Is rolled, that 
snake constricts for ISP damage per turn until 
killed. Victim surviving attack regains SP at rate 
of.! per 10 minutes’ rest. ; 
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81 - 90 = Gators: | to 3 appearing. Roll 106: | or 2 = |; 
> OF 45°23; 3.07 6° =-3.-F10st_ oner 57 “30: .1Na2 
CI 353 "DX 53. AG Ss -CH- G6: AP 6: LK 10.. Others: ST 
P35 AN: 2$-CF “163 - DX 33 AG. 12: Chit AR 64 EK 40. 
Teeth rate 10 Damage. 

91 - 100 = Spiders: 2 appearing. Smal! attercoppes who are 
no good at Enthralling. Front party member(s) in 
March Order must save on AG to avoid entangling 
in webs, or be hacked free. These nasty critters 
haves Sith: [N$Ss- CE 253 2DX 22; -AG-303-CH NS; 
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»nce beyond the swamp, the adventurers have a clear 
path to the Astrologer's Tower, 6 hours!’ travel 
beyond. Unless the players make their way down to 
The shore below the rufns and then up the cove 
(swimming!), they will enter the keep at Level C 
(ground level). However, for the sake of orderly description 
this key begins at the very bottom and works up to the 
Observatory (Level G). | 


LEVEL A - jis the old smugglers! den letting out ona well- 
sheltered and concealed cove too small to permit landings 
by even small cogs that can negotiate the shallows. A crew 
boat, however, can make the passage--and, in fact, a crew 


.boat still itn fair repair is tied at the landing. It has a 


collapsible mast and a set of oars, but the sail has rotted 
and a little bailing will be necessary before she can put 
out again. 

Access to Level A is by means of two secret panels: 
One is hidden fn the wall of a corridor on Level C, the 
other lets in from the Wine Cellar (Level B). The passages 


are indicated on the floor plan by the large black dots. 


To find the passageways from B or C, a player must either 
have appropriate Observation/Detection skill or may check 
The passageways and try LK. A character who fs already fn 
Level A will be able to open the panels without searching, 
as they are obvious from that side. 

Al - Crew quarters with bunks. Sea chests in room have 
little of value, mostly clothing and personal gear (pipe and 
tobacco, etc.) Exception: One has aura of Magic (must be 
detected). The source is a small vial of a healing prepara-~ 
tion (contains three doses. Rol! IDIO for SP restored by 
dosage when used). Chests also contain ID20 pence, !ID6 Stars 
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and one large knife. 

AZ - Storeroom: Door is rigged with a trap. When opened, it 
triggers a dropping barrel ona rope. Door, rope and cask 
are all fairly rotten. Best bet is to get out of the way 
(save on AG) or close the door. Barrel will smash (and do 
the door a bash, making it hard to reopen. Try against ST) 
splashing nearest victim with very vinegarish wine. Inside 
room is booty from the smugglers! trade: 1D20 bolts of fine 
cloth (value | GC each), spices and rum (ID6 kegs). 

A5 - Common Room: A table and chair, with log and ledgers. 
Boxes and crates fn corner, mostly rotted goods. Rats have 
made a nest of this mouldering pile and may bite nastily 

if rudely disturbed (save against DX). The bite itself fs 
only 2 SP damage, but is 50% likely to carry Infection, 


causing an additional I SP damage per day until healed. 
A4 - The landing. Crew boat tied at dock. Weapons rack 
nearby still contains two swords (both dull and rusted). 


Stairs lead up to passageway to Level B. 


LEVEL B - is the Wine Cellar and contains several barrels 
of vintage stuff, along with a few empty casks--and one 
barrel that has a newer-looking top and no dust on it, with 
a hammer still on the top. If thumped or shaken, a very 
weak voice inside the barrel calls out for help and release. 
Person opening barrel will be rudely surprised to find a 
Father=feeble ghoul: Inside (ST 7 s=iN—-tO3. CF 42; DX 9: AG 5). 
This well-starved creature was packed away by some of 
Margali's goons while cleaning out their hideout, but its 
bite is still dangerous. Save on DX, or get chomped on the 
hand. Stairs in this area lead up to Level C. 


LEVEL C - Ground level with entry into hallway. Stairs on 
left lead down into Level B,. 

Cl - Servants! quarters. Currently occupted by two off-duty 
goblins of Margali's crew. They may be bunked out, but their 
weapons are at hand. If your players surprise them (not 
being noisy) the Initiative ts automatically players’. 
Nidbad: ST 15; IN 9; CT 14; DX 15; AG 7; CH 8: AP 6; LK 14, 
Wogbum: ST 12; IN 10; CT 14; DX I1; AG 13; CH 9; AP 8; LK 6. 
Passage down to Level A is in the corridor outside Cl. 

C2 - The Kitchen: There has been no fire In here fin quite 
some time, and the implements are rusted. Fafnt noises come 
down the chimney. A fire of any sort fn the flue will stir 
up bats lofting in the upper shaft and drive them out fnto 
the rooms. Their bite is also nasty: | SP per bite, but at 


—— Dip Athe pod hah AVIm Sehp 441% 


ag 
ie 








X 


A ata 


: 





4 





58 
4D6 bats being stirred up, there could be a lot of bites. 
(SP only 5 each for interestea >at-bashers. ) 

C3 - Storeroom: Eight sacks of potatoes (very rotten); 5 
gallon tub of rancid butter; strings of garlic; three sacks 
Of onions and a barrel of flour, also gone to their reward. 
And 1020 rats, well-fed. Bites as at A3, and 5 SP each, but 
not likely to bite unless actually attacked. 

C4 = Apprentice's room: Skeleton In peasant rags on floor, 
rusted knife that probably got him still on floor beside 
the bones. No cash, but 15' of rope and a drted-out lantern 
(slightly dented). Stairs lead up to Level D. 


LEVEL D = The Astrologer's Quarters. 

DI = Storeroom: Rusty buckets, old mops and brooms; bags of 
sand and bundles of rushes. Candles, bed !inens and such 
also kept here. There is a fine old bottle of brandy 
stashed behind the blankets, and a two-pound lump of lead, 
curfously dented, on one shelf. 

D2 - The living. quarters: Door is open to this room and 


rough voices can be heard. Card game in progress between 


4 goblins ostensibly on "guard duty". They dre all armed: 
Garne: Attack Number 31; Defense Number 29; Medium Sword: 


Armor Rating 5. (ST 13; IN 8; CT 8: DX 10; AG 8: LK 14.) 


Torsha: AN 35; DN 35; Small Sword; AR 4. (ST 14; IN 7; 

Ci -1437-04K 10} AG fs LK LED 

Brudki: AN 31; DN 33; Medium Sword; AR 4. (ST 12; IN 10; 
Ch Te BX 27 AG Ss LK Gy) 

Bowtt: AN 39; DN 29; Large Axe; Small Shield; AR 5. (ST 1{5; 
IN aS CT POs: OX 12s AG Ae Ee 1054 

These lads had their stakes on the table: !D20 Star- 
shillings and !DI00 pence. 

D4 - The bedchamber: Shelves cleared of any worth, but the 
bed is neatly remade (!) and room much more orderly than 
D2. Smal! privy and washstand in inner chamber. 

Stairs leading to Level E are outside doorway of D2. 


LEVEL E - The Library. Comfortably furnished room with 
shelves full of books and scrolls. Desk in one corner 
contains writing implements. Much evidence this room has 
been used recently, from tracks in the dust on floor--and 
missing books on shelves. Curious dark stain tn cefling 
far sjde of room from entry. . 

A Book of Spells may or may not be detected among 
the shelves by a Spellcaster. A character successful ly 
attempting to Detect Magic should then rol! against LK to 
determine whether such a goody was in fact present. And If 


so, ask himself why it was still there... 
“Stairs behind empty storeroom lead to Level F. 


LEVEL F - The Laboratory. 
Fl - The laboratory proper: Here the old boy used to dabble 
in Alchemy and other sciences. The door to the lab is just 
barely ajar, while the partial remains of a skeleton, oddly 
burnt, and a broken glass sphere lay on the landing fn the 
stairwell just before the door. The door jis rigged for a 
trap, with glass globes of acid (two remaining). Having lost 
some of its potency in all this time, the acid will now do 
ID 20 SP damage if ball strikes a victim. 

Inside lab are shelves of jars, bottles and pots. 
A work-table fills one side between the fireplace and the 
shelves, while a small desk, a brazier and a water barrel 
stand on the far side of the room from the entry. Enterpri- 
sing players may be allowed to scavenge useful items from 
this area at GM's option, but be wary Of doing so. 
F2 - Storeroom: Party opening the door wil! be taken by 
surprise by skeleton falling upon him. It ts, however, a 
very dead skeleton--the lab-model the former owner of this 
place kept for study. 
F5 - Inner storeroom: The floor here has been weakened by 
leaking casks (causing the odd stain noted downstairs). If 
no one draws the connection, the first person stepping onto 
the floor must save against AG or fal! through to the room 
below. Roll for injury on ID20, and allow only half-value 
for AR protection. It.doesn't help much ina bad fall, 
F4 - The innermost storeroom: More apparati and such, 
Including two more jars of healing potions as found down 
in Al. There were more, but they are gone. Also a strong box 
containing !D20 Crowns, !IDIOO Stars. : 

Stairs to Level G continue up the same stairwel | 
from which Laboratory was entered. 


LEVEL G - The Observatory Deck: The stairs on this level 
are partially blocked by a section of the outer wal! that 
fell in along the Level G balcony. To clear the rubble 
safe|jy, roll on AG. 

When party all arrive on Level G, there is a locked 
door facing the stairwell. Balcony encompasses entire floor, 
and another door, also locked, stands at the opposite corner. 

Neither door is actually trapped, but upon entering 
(by whatever means employed) the group will find Lady 
Felicity tied to her chair--and Margali perusing a book 
acquired from the library downstairs. Margali seems neither 






















surprised nor terribly concerned to see your party. Instead 

she says, by way of greeting, "You aren't the guests I'd henhy Yap O~\( 
expected, but no matter. When my pets finish with you, time 

enough to deal with her." With a sweeping gesture, she a (> VrhW? 
points to the adventurers and each is suddenly faced with (? 

his own image: A doubleganger with the exact strengths and 
weaknesses that individual possesses. If defeated, the 
creature will die, but if the duplicate wins its fight, 

it vanishes until all combats end, only to return to again 
do Margali's dirty work. The Sorceress herself has vanished, 
conf ident of her victory and contemptuous of her foes. 
Surviving this conflict, the party may free Felicity 
and make their way out of the tower. M' lady is 
herself a physician capable of tending the wounds 
es sof her rescuers, which she will gladly do. If the 
party has no mounts, they may always use the crew boat to 
go back by the coast. Then again, perhaps the minions had 
a few horses. That's for the GM to decide, as you begin £ 
new adventures for your stalwarts. Just remind them that ff 
they 've bested a powerful foe, and Margall may not 
underestimate them so when next they meet. That's one lady 
that can hold a grudge! 


GIG, FAT, HAIRY DEALH.. 

















As a few of the Company of the Keep keep intruding into the GAOoOOCNOG 





proceedings, here's a few stats that will come in handy if 
you chance to encounter them in Mousehole: SOME COMMONLY USED ABBREVIATIONS: 
sit Tarts ST 25, tat “Cr 25. DXe22e2A6: 25, CH: 20,-AP 12. AN: =" A+fack: Number Y~(LV 
UK 42; Degree: 20Th (you need To ask?). AR 13. JA Lae 
SP: 76. TNow you know why Felicity married him!) AR = Armor Rating a iPr @ 
Robin WinterThorn: ST 15, IN 13, CT L7, DX II, AG. 19, CH 13, Attributes: 
API, UC-47. Degree: 3rd. AR 10. a 43, Weapon Ot 
preference: Broadsword. AG = Agility AP = Appearance 
Planer: ST 10, IN l6, CE 15, DX I8, AG 10, CH lO, AP hes CH = Charisma CT = Constitution 
LK 14. Degree: I!th. AR 2. SP 50. Weapon of prefer- 
ence (aside from Moth, his gater): short sword. DX = Dexterity IN = Intelligence 
Darkmoon: :ST--19, tN 17, CI-18, DK.19,. AG: 21, «Ci 15, AP 19, Bite Taek ST = Strength 
LK 12. Degree: 20th. AR 7. SP 76. Weapon: He's a 
Wizard! CP = Copper penny (pence) 
Fellcity:-ST 13, IN 16, CT 12, BX 14, AG 16,-CH.18, AP 16, ON = Gerenee Number 


LK 13. Degree: /th. AR 2. SP 39. Weapon of choice: 
Rapier. Physician. D-- = Die or dice (and type). !D6 = | 6-sided die. 
Shadow: ST°'8, iN 18, -Cr 17, DX 18, AG 18, CH 18, AP. 16, 
LK 17 (and that's why she don't take no jive!) 
_ Degree: 7th; AR 43. SP 60. Weapon of choice: FRP = Fantasy Role-Playing, a game system such as WIZARDS’ 
Bastard sword. es i 
Pandro: ST 10, IN 15, CT 14, DX 16, AG 14, CH 12, AP 15, SER gS8 8he = Baten lays a eae 
LK 18. Degree: 8th. AR 9. SP 47. (Told you those GM = Game Master (referee, judge, umpire, etc.) 
stats my we ) Gone back to thieving, we GC 
hear f& 3} 


EP = Experience Points. 


Gold Crowns 





P = GC 

P = Hit Points, another term for Survival Points. 

A 
pa er < ° ; ° 

oe ony) MU = Magic User, i.e. a Spellcaster or Wizard. 


X 
| 
a 

x 


he 


Movement Allowance 


— NPC = Non-Player Character. 
= Power Points. 

Skill Credits. 
Survival Points. 


Silver Star(s). Also called shillings. 
Ney? dive (7% Rod ne O68 THe Ya 0) ee 
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. Class 2 a = Encounters Dog O45: SO 
Ability be ° Clergyman 16 -, examples 55 
Advancement 17-19, 38 Coinage 20 Encumbrance 219 2 
Adventure Section 50-59 Combat 22-25 Energy Spells 27, 28-29 
Adventurer Class 14-7 -, Contact 22-24 Equi pment [9-2 | 
-, examples 16 -, Hand-to-hand 25 Equipment, Gate Ge 
-, skills 14-16 - Order 35 Experience 4 ane 88 
Agility 4. -, Ranged 24 Experience Points 17-18 
Alignment 17 - Results 24.35 
Animals (list) 43 Complex Spells 26-27ff. 1ha~d paras Ad é, ; 
Anti-Paladin 12 Constitution 3 
Appearance 4 Contact Weapons (list) 2| hAfn yinSo 1 Dhot| Fe “oh 
Armor 20 Contact Weapons Table 23 mish Car) es 
Armor Rating 2 Courtesan 16 
Artifacts 26, 41-42 Damage 24 ew bm bebp ytAby 
Attack Number 4, 22 Dark-sight | ' 
Attribute Modifier Spells 27, 29 Death 25 O10 pshp 
Attributes 3-4, 11, 18 Defense Number 4,22 an+h{ (fv Brody 
Background (see Character History) Degree bpat9 
Bard 16 Demonology 3 | | 
Bashing, Noble Art of 25 Detection 27, 29 
Berserker 12 Dexterity 3 
"Blue Moon" magic 42 Dice 7s 
Bogey 9. Distance (see Movement) 
Campaign [92.38 Dragons & Drakes 47-48 


Character Class 11-17 Draoi (also Druid) eo Avy) ny AY 
Character Creation 5=17 Dwarf (see Dwergar): dsa~hathy 1h 


Character History Io. 35 Dwergar 7 = : 

Character Sheet 5-6 Elven-sight LI iv WIP. 

Charisma 4 Elf 7-8 Wav 
“61 
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NERP! the term 


Fatigue 
Fighter 


Gamemaster 


Gamemaster's Section 


Gaters 


Glitch Factor 


GM (see Gamemaster) 


Goblins 


Halfling (see Hobbit) 


Hal f-El f 
Healing 


Healing Spells 


Henchmen/Hirel ings 


"Hit" Points (see Survival 


Hobbit 
Horses 
Human 
Hunter 

|| lustonist 
Initiation 


Intelligence 


Knight-Trenfher 


Languages 


Level (see Dearee) 


Loyalty, NPC 
Luck 
Magic 
-, Artifacts 


-, Creating 


2 

25 Be 

{| 

2 Set. 
33-49 
47-48 

26 

1Q 

8 

[Fy A425; 162225 
23, -230 
36-37 
Points) 
8-9 
Cte 42 
5 

16 

| 4 

22, 40 

3 

|2 

f° td 

aa 

4 

26-31, 41-43 
26, 41-42 
41, 42-43 


- Defense 
- Spells 
Maps 


March Order 
Martial Artist 


Mass Action 
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Matter Manipulation Spells 


Medicine (see Heal ing) 


Melee 


Merchant 


Middle Kingdoms 


Miniatures 


Money 


Monster Creation 


Monsters (incl. 


Morale 


list) 


Mousehole Township 


-, key To 


Movement 


Multiplex Spells 


Necromancer 


Non=Player’ Character (NPC) 36 





=a 


. 
‘ 


/ 


25 (see also specific spells) 


27-31, 41 
Center Insert 
34-35 

[2 

3/7 

Le. 29 


22 225, 37~38 
16 


Center Insert 


2, 35 
20 
36, 48-49 


24, 32, 36, 43-48 


37 
Center Insert 
50-53 
39-40 
26-27Ff. 
l4, 31 
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LET'S SEL .. “EXTENDING 










Orc 9-10 Skald 16 RIGHT HAND THUSLY, 
Phantasmagory Spells 27-28, 29-30 Skill [4-16 WAVE VIGOROUSLY AND...” 
Physician Re Skill Credits Mgr tS, 414, “18-19, 26. 34 
Player Character Stt Spel lcaster | 3-14 

- Section 2-32 Spell Definitions 28-3] 

Playing "in character" 19 Spel! Ratings 18, 26-27 

Play Sequence 40 spells  (Cltst) 27-28 

Pluses 19, 43 Spy Re 

Powe Points 4.26 strength 5 

Psionics (see Phantasmagory) Surprise 25, 40 

Profession a5 A1=17 Survival Points 4, 24 

Proficiency 18-19 Swords 2| 

Projectile Weapons (list) 2I Time 22, 38-39 

Race 5, J=-11 Treasure 58 

Racial Traits [| Troll 10 

Ranged Weapons Table 23 Undead (see Monster list) 

Ranger [2 Unicorn 48 

Reanimation 3| Warrior [1-13 

Regeneration be: Weapons 20-2 | 

Reincarnation 3 | - Proficiency 18 

Religion (see Alignment) - Ratings 23 

Rest 35 Weight (see Encumbrance) 

Resurrection 3I Wisdom (see Intelligence) 

Round 22 Wishes 43 

Saving Rol a Wizard Be hog. 20 

Sea Captain 16 Woodsman eS 

Shields 20 Sordt PADeudATY AQ Shon Ute Bho 

Ships 39-40 ~ vo Vp {Do (iow Qvyiew eer 

Simple Spells 26-27ff. a deh d 9 amy 5 


eed ay eth te yam dom 
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All that gibberish around the pages does say something, A following h - J: 
pilgrims. If you want to try your hand at "Realm elvish"-- Thus, ch _ a (0 ; 
the standard script of the Middle Kingdoms--here's how to and so forth. 
crack the language barrier: To double a letter: bar over top. Thus 
. es = 3 and so forth. 
Runic forms Cursive forms Mundane alphabet form pe ge ] 





A NOTE FROM 


YSTIC Gwvalnp 2 


SAWS 
The authors wish to express their deep appreciation 
to all our play-testers who helped us to give both form and 


substance to the WIZARDS' REALM. Istys shine 
on the lot of you: 





Charles Duval (Mongo), who helped and encouraged his 
blushin' bride Cheryl. 

Michael Levin, who'll never convince us he isn't really 
Planer. (Confess! Wasn't Moth designed by Lockheed Corp.?) 
Philip (Nollander) Arnold, once voted Most Comatose Player. 
Steve (Big Jake) DeSante, who introduced the suicide option. 
Antoinette Adkins, who'll kill us if we call her "good time" 
Romulus ever again, so we won't. 

Niles Kirshner (did | finally spell it right?), our intrepid 
Tiberius, noted for defiance of Blackhammer and the odds. 
Barbara Combs, who IS Shadow. You are warned. 

Mary Ann Ortega (Raven), who's supposed to be learning from 
Felicity--and could teach her a thing or two... 

Jerry Galloway (Pryoris), the elf who can cause a pain- 
strike by opening his closet. (Put the sword down, Pry...) 
Mike Kiley (Zelros), Phil Adams (Gilven the barbarian), and 
Kar! B. (Shard): Can you guys hear down at the end of the 
table? 
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To all of you, and the others too numerous to name 
who wandered through the original campaign, hearty thanks 
from: 


Chery! Whitfield Duval (Pandro, Feanor and sometime-GM) 
William G. Murphy (Kaffal al-Hazarad) 

Clifford Polite (Sir Tarl Eaglemoor and squire Robin) 
Niels Erickson (Darkmoon, Felicity and sometime-GM) 
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